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Amsfrad User is the OFFICIAL magazine for users of the Amstrad CPC464. It is published 
monthly, the next issue will be on sale from April 10th 1985. Back issues are available from 
Amsoft Mai I Order at E1 .20 each (including postage) 




This is the Award Amstrad won at the 
Computer Trade Association dinner . 
Despite it's being launched in the same year 
as some supposedly more powerful machines 
the CTA agreed with what Amstrad Users 
have known all along - The CPC464 is the 
computer of the year, A spokesman for 
Amstrad aaid £C We have proved that we are a 
force and we intend to remain so" 
Locomotive B asic won an award for the best 
software. 
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Even i n today's high tech world, for most of u& p the written word is still 
the least expensive means of sending and receiving information. If you 
own a microcomputer the chances are that sooner or later you are 
probably going to need a printer in order to get into print 

micro P - CPP40 

A low cost 4 colour 40/80 column printer/plotter capable of print- 
ing text or graphics- on plain paper. The CCP40 is an ideal compan- 
ion for small and portable micro's, as it is fitted with re-chargeable 
batteries — perfect for beginners. 

fltlCfO P - CPA80 

With 100 cps quality printing, the CPA 80 probably gives more ops/ 
£ than any other printer available today. The CPABO is packed with 
features you would normally find on a more expensive printer. 
With an optional RS232 version available (even for the QL) this 
Epson compatible printer will hook up to almost any micro. 

Hi iu frnm unur Inns I dealer tofiau ! 



ffllCfO P - MP16S 

Looking for a matrix printer as well as a daisy wheel? Well, the 
MP16B combines all the attributes of these two technologies to 
give a matrix printer capable of printing at up to 165 cps, as wel 
as providing crisp Near Letter Quality, (NLQ) print at 75 cos. 
Features include a 2k buffer as well as both friction and tractor 
feed as standard. Ideally suited to most popular micro's, the 
MP165 is now available in a new RS232 QL compatible version. 



G2 



micro 

Peripheral/ IW 



"PRINTERS FOR ALL APPLICATIONS 

I NT EC UNIT 3 HASSOCKS WOOD, WAGE ROAD, 

BASINGSTOKE, HANTS. ENGLAND, RG24 ONE. 
Telephone: BASINGSTOKE 10256) 473232 132 lines). 
Taiaa: 859669 MICROP G Facsimile: U2bS 461^70 



l"..l 1 2 months warranty 



RRP e >c . VAT, QL is a registered Trade Mark 

i-i-F ■Sinclair n dm an rr- \% 



NEWS 



The 1985 LE.T microcomputer show 



On February 16th there was almost no news of exciting new products for 
Amstrad Users, By the following Monday there was loads. The day 
between had been spent at the L*E*T* microcomputer show. Being a Trade 
only show many of the projects were in a raw state, just showing traders 
what to expect. Simon Rock man took his notebook and camera. 




Amstrad at the L.E.T. show 



Activision had a very smart stand, 
which lacked any Amstrad computers 
but made up for that with the promise 
of some very exciting software 
-including 'Ghostbusters \ 'Master of 
the Lamps 1 and The Music Studio \ 

Addictive Games launched Software 
Star as a sequel to Football Manager. 
How anyone can be so interested in 
football beats me, still some people like 
looking at a screen full of numbers. 

The prize for the noisiest stand must 



go to Alligata, Their Defend or Die 3 
game makes the most of the stereo and 
two large speakers proved the point 





The game plays well too. 

Suffering the brunt of this noise we* 
Adventure International who produt 
games based on Marvel Comic chi 
racters. Spidennan was giving ou 
autographs and Adventure Interne 
tional promised Amstrad versions i 
the software in June, 

Chuckie Egg muat be the most wide!, 
available game program, A 'n ? F seen 
to have produced a version for ever 
major computer, and some minor ones 
so it is no surprise that CPC46- 
Chuckie Egg is on its way wit! 
Chuckie Egg II soon to follow. It *s * 
good game - be careful you might ge 
addicted. 

Argus Press Software had more of ai 
open plan lounge than a stand but verj 
little CPC software. When asked aboul 
an Amstrad version of *Give my 
regards to Broad St. • I was told that it 
would be a while, since they had tt 
write "Alien 1 first. Both of these games 
are not quite adventures nor are they 
are arcade games but interesting 
nonetheless. 

Another game which cannot be 
classified is *Lords of Midnight this 
has a bit of everything in it. Thousands 
of graphical locations, an adventure 
element and a bit of wargaming. This is 
being written for Amsoft by Beyond 
who wrote the Spectrum and 
Commodore 64 versions. 

Many large companies have an- 
nounced that they are about to take the 
software world by storm and start la^h- 
ing out loads of money to produce some 
very average programs. Like the 
others, British Telecom made all the 
bold announcements but then they 
have gone on to produce some stunning 
software. None of it is running on the 
CPC464 yet but conversions are 
planned, The Gyron game is technical- 
ly brilliant; it puts you in a maze with 
large alien balls rolling around. A 
must for the CFC464 but conversion is 
a fair while away. The authors have a 
more important job first ■ Spectrum 
and '464 Elite, This is the game which 
took the BBC world by storm. The 
Commodore version is nearly finished, 
and next will be the Spectrum version 
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and sometime around June 
Amstrad CPC464 variant will appear. 
Having practised on the Sinclair 
machine the Amstrad version should 
be stunning. 

One of the most popular features of 
state-of-the-art arcade games is 3D. 
The new Bubble Bus title Hi-Rise has 
joined in with this theme but was still 
too far from completion to be shown. 

The Game of the Show 

There was something of a party on the 
CRL stand. They were showing a 
demonstration of The Rocky Horror 
Show \ again this has been written for 
the Spectrum but a 1 464 version is 
underway and should be finished in 
April. The game is based on the cult 
stage show and looks set to be a 
sure-fire winner, I know I can 't wait for 
my copy and the chance to do the 
'timewarp 



A TIMEWARP PRODUCTION 




Airbourne Antics 

Competition for the best new 
Amstrad game of the show was tight, 
"Dark Star 1 from Design Design just 
pipped Digital Integration 'Fighter 
Pilot 3 at the post, Both of these games 
must make number one in the CPC464 
software charts. Both games will be 
reviewed next month. 'Fighter Pilot 1 



by a real fighter pilot, who described 
the game as The best eight bit flight 
simulator A& ] don \ know any 
spaceship pilots I will have to get a 
games player to test out "Dark Star \ 




DK ? Ironies have added a light-pen to 
their range of peripherals, from the 
description of how it works it should be 
pretty accurate. However they did not 
have any equipment set up so you will 
have to wait for an 'Amstrad User * 
review, 

Durel) were another of the software 
houses to have software on the way. 
Combat Lynx was still not finished but 
will be released soon, along with a new 
maze game called Death Pit p + 

The Welsh company, Gargoyle Games 
were as enthusiastic about the CFG464 
as anyone I have come across. They 
claim that it is easy to convert their 
award winning Spectrum stuff and will 
soon be finished. The games have 
unpronounceable names and brilliant 
animation. 

Simple Adventures 

If you want to write adventures and 
cart ? t yet program you have two 
courses of action. You can either study 
the articles in this magazine on how to 
write adventures, or you can get the 
Quill from Gilsoft. This makes 
adventure programming very easy, All 
you need is a good plot and twenty 
minutes with the instruction book. The 
Quill won an award for the utility of 
the year, and deservedly so. 

The best selling Amstrad game at the 
moment is Technician Ted. Hewson 
consultants, who wrote the Manic 
Mirier type game were celebrating the 
program reaching number 1 in one 
trade chart and number 4 in another. 



They also let us have a copy of 'Air 
Traffic Control * which will be tested by 
our resident jet pilot. 
Hi -Soft sell lots of interesting 
utilities, including T)evpae \ 'Pascal \ 
and 'Font 464 * - a character generator. 
They had nothing new but said (.ha 1 4 C ' 
was not far away. 

The little known software house Icon 
have some plans Amstrad wise; they 
will have a game called 'Frankenstein 
2000 * out in April, one called 
'Caveman Capers 1 in May, and 
'Contraption 5 in June, Full reviews 
will appear in due course. 

Confuzed 

Incentive are the people who wrote 
'Splat! p They have now become the first 
company to write a game for the 
CPC464 and then convert it to other 
machines. The program is called 
'Confusion s and has you racing against 
time to set off a bomb. It is a cross 
between the arcade game where you 
have to shunt trains, and a sliding 
block puzzle, 'Confuzion J is the work of 
Paul Shirley who produced *Splat! ' and 
'Quack-a-jack \ 





Level 9 t the adventure people, 
launched their new game, called 
'Emerald Isle 1 which is a graphical 
adventure. All Level 9 adventures are 
well written with detailed text and 
difficult puzzles, so al though I have yet 
to play it, 'Emerald Isle ? promises to be 
an absorbing adventure. 
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MYRDDIN FLIGHT SIMULATION 
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In the Jan/Feb issue of Amstrad User 
we broke the news of Jeff Minter ! s new 
program, Called Tsychodelia T the 
program 'A li^ht synthesiser JefT 
Minter 's company, Llamasoft showed 
the program running on many 
different my chines and promised a 
CPC version "Very soon, * 

Interceptor Software have a 
reputation for the best graphics in 
Amstrad adventure programs. They 
revealed how the artist and 
programmer can work together despite 
living 250 miles from each other. The 
graphics are designed on an * Arnold ! 
and then transferred to a Spectrum, 
This uses a modem link to send the 
program down the 'phone lines to 
another Spectrum, They are then 
transferred back to the Amstrad for the 
final program. 

Bilbo to Arrive 

Melbourne House did not have any 
computers set up, but they did have 
The Hobbit 1 and 'Sir Lancelot J as well 
as their new book The Ins and Outs of 
the Amstrad \ Now that The Qui IF has 
been finished we can expect to see an 
Amstrad version of'Hampstead * from 
Melbourne House. 




A Byte on the Side 

The first sign of long-awaited 
sideways ROMs were to be seen on the 
Micropower stand. As with most of the 
products on show these were still a way 
off t but it is nice to see someone making 
headway with this idea. The program 
they were showing in ROM was a 
database, however they do have a new 
games release, TCiller Gorilla \ whkh 
should be available soon. 

Wally and Co 

For a while now the Amstrad User 
office has been finding some odd 
posters in the daily post, The reason for 
this was revealed at the show, The 
posters feature the characters from the 
new Mikro-Gen game, 'Everyone a 
Wally \ Wally Week and his family 
were at the show to advertise the game. 

The Mirror Group of newspapers have 
a software branch, called Mirror soft, 
and the standard h high. They 
demonstrated some pre-production 
versions of their educational software, 
featuring the Mr Men. 

Gold Digging 

Ocean Software have finished 
'Gilligan *& Gold f , a sort of ladders and 
platforms and arcade hybrid. It is 
based on a real arcade game which was 
a bit of a flop. However as a home 
computer game it is great fun. Future 
releases from Ocean include Daley 
Thompson *i Decathlon, Hunchback H 
and Kong Strikes Back. All these are 
due to be lau nched in Apri 1 . 

The machine code assembler/moni tor 
scene is getting a bit crowded now, 
however Picturesque feel that their 
product is strong enough to compete. 
There is always room for a good utility 
and their program called *The Code 
Machine * will be reviewed as soon as 
we get our hands on a copy. 

Lets Communicate 

Modems are the Hn 1 thing, with many 
companies saying that they will be 
producing an interface to allow the 
connection of a modem to the C PIM64- 



The first to succeed have been Protek 
Computing who had a serial interface 
on show, We have now taken delivery 
of our interface so you can expect a 
review soon, 




Supersoft have been around for a long 
time, they started out with Commodore 
equipment but have now moved over to 
other systems. Their shoot T em up 
program is called 'Interdictor Pilot 1 
and is available now. 

Terminal Software have had a bit of 
trouble in the past with the copyright 
for the musk in their Lazy Jones * 
program. However all this has been 
sorted out - without any changes being 
made to the tunes. We can hope to &ee 
the game soon. 

Vortex Software are included in the 
happy band who have started 
converting Spectrum bestsellers for 
the CPC4G4. The first conversion is 
called 'Android One \ a zapping maze 
game. 

Despite all this Amstrad interest, 
there was only one stand which was 
completely Amstrad dominated; that 
was the Amsofl stand. There was no 
new computer, but there was plenty of 
new software^ including ' Jammin T , and 
there was a chance to use the new J Y-2 
joystick, 

I felt that this was the first show 
where the CPC464 had a really firm 
grip. No longer was it lumped in with 
the Enterprise and MSX computers as 
a machine which might be important 
in the future. The Amstrad CPC464 is 
a hit with dealers, distributors and 
softwarehouses, 
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the only choice 



-: 




Holdfast 



Gems of Stradus 



filar Avengers 



Galaxla 



Music Composer 




Logo Database ZEN Assembler EASIVAT Home Budget 

An outstanding selection from Kama's rapidly expanding range of Entertainment 
and Application Software for the Amstrad CPC 464 Micro-computer* 

BOOK # The Amstrad CPC 464 Explored, 




This superb hook is designed to let 
every CPC 464 user, at whatever 
level, get the most from his 
computer, Afier an introductory 
section on the special Basic 
features* the book looks in depth at 
the excellent sound and graphic 
facilities. 




Kunta Computers Ltd., Unit 12, Horseshoe Park, 
Har^Ejhfle flood, PangJbourne, Berks RGS 7 JWT 

Piease sand full catalogue on Amstr&d CFC464 
products. 

Name & 

Address t 



!i.HrliH!!h4»4»^»IK!4l''"'l!''-h'>"-M->-i 







Now available from selected branches 
of Co-op, Granada, 
and 



John Mermes 



■ •iiriri-n-iiri-iiriv-rhM-^HH-I'M' H€ l I l i | I j l j.iji lii p> 

/ own an Amstrad CPC 464 Computer [J 

Trade Enquiries Phone 07357-4335 



1 
I 
I 

I 

I 
J 



Visitors wishing to call at ourPangbourne Manufacturing and Distribution Centre are advised to phone 0735 74335 first for an early appointment 



Letters to the Editors 




What's in a name? 

I noticed in an issue in a popular 
magazine (nameless of course) that 
there is a stack of data which when 
read brings up a bunch of names, Some 
of these are obviously connected with 
Arnold, Arnold being one of them, but 
some are not so obvious, Could you 
explain why and for what they were 
used. Td also like to thank the 
receptionist at Amsoft for tracking 
down my membership package. 
Apparently it had been to Luton and 
back two times in the space of 3 
months. 

SElward 
Luton, Beds 

Amstrad User: The alternative names 
in the ROM are present for the benefit 
of certain overseas territories where 
the machine is sold under different 



brand names. "Arnold" was left in for 
sen tim en t&l reasons, 

Plain brown wrappers 

I'm an absolute novice at computer 
programming. But I like to 
experiment, and after noticing in the 
C PC 464 user guide that the CALL& 
command should be used cautiously I 
started playing. It seems that if 
CALL&BDOO is used at the very 
beginning of a program t it disables the 
[ESC] key. 

Great mag 3 but delivery bothers me. 
It's all very well sending it in a 
see-through covering, very pretty 
though it is, but it gives a reasonable 
advertisment to any would-be thief. 
After all you only have to ask. an 
insurance agent to find out home 
computer thefts are on the increase. So 
why not send them in plain white with 
Amstrad or Amsoft stamp on. Saves on 
ink costs as well. 

P, Wilson 
Ilkley, W s Yorks 

Amstrad User; All the thrills ofth e OS 
are available in SOFT158, and we 
unreservedly recommend any user 
with a yen for CALL to delve therein r 
As far as wrappers are concerned, we 
ha ve not been advised of any problems 
sofar. 

Raced out 

I am so satisfied with Arnold and must 
of his software that I was surprised 
that Amstrad would lend their name to 
a pathetic game "Grand Prix Driver". 

I waited months for this game. When 
it arrived it promised on the cassette 
insert that "the program contains all 
the thrills and spills of the Formula 
One Race Track'*. Utter rubbish! It is a 
very weak program, not much better 
than a 4K program "Night Runner" 
that I typed in from one of the 



magazines, I really think that the 
advertising blurb is misleading 
"superb graphics" oh yes? Most of the 
graphics are simple blocks. The best 
graphics are in the "Game Over" 
sequence which goes on for far too long, 
"Action packed reality p? is T in fact, what 
is missing. "Putting you in the drivers 
seat" -you are watching the car from 
behind. Steering repsonse is so slow 
that avoiding other cars needs far more 
luck than skill. 

All in all, the game is so disappointing 
and such a waste of money that it 
should be withdrawn. 

To end on a much more positive note, 
the "Amstrad User" improved vastly 
between the first and second issue and 
is now an indispensable magazine. 
Looking forward to the next one! 

A R Daman 
Gillingham, Kent 



Structural faults 

I was pleased to receive the 
October November edition of "C PC 464 
User", and must compliment you on an 
excellent magazine, and your authors 
on some interesting programs, 

It is quite noticable, and I am as guilty 
as anyone, that your old programming 
habits die very hard. All of your 
published programs were littered with 
GOTOs ? and didn't appear to muster a 
WHILE between them. It is a shame 
that gifts provided to assist structured 
programming should be ignored in 
favour of the easy way out. 

I offer the following subroutine as an 
illustration of the use of WHILE, and a 
more efficient way to use INKEY$, 
Consider the following code: 

J#00 PL=0:WIILE PL=0eUMNKEYI: 

if A5> ""THEH PL-IHSIftCPTS,UPP-ERSCASn 
5#10 y END : ft E TU^N 

The subroutine uses a list of 
'acceptable* characters, stored in PTS, 
This may be a single character (say 
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INCENTIVE, 54 London Street, Reading RG1 4SQ 






Can you destroy the reactor before the reactor destroys 
the world? 

Only if you can blast through brick walls, mazes 
and strong rooms, dodge moving obstacles and 
overcome hoards of fiendish mutants first. 

To carry out this 'mission impossible' you have just 
one weapon. Android One, 

Sophisticated animation, full sound effects and hi -res 
colour graphics in a game that's setting explosive standards. 





^ □ ANDROID ONE 



PLEASE SEND ME 



AM5IRAD CPC 4£4 £ 795 



INA^E 



Hirt-k ifTlEIti H=^l£ 



SOFTWARE^ 




ADDRESS 



ENCLOSE P/'O CHEQUE PAYABLE TO VORTEX SOFTWARE JS* IE SJ LTD. 
SEND TO VORTEX SOFTWARE (SAtE^UWilTECi. VORTEX HOUSE, 
?4 KANSAS AVENUE. OFT SQLTH I ANGWDHI H v KOAD. Sa:*ORO. ^5 2GL. 



'space') or a multiplicity 
( H YN'\"ABCDE"/ ( 12345"etcJ It waits 
for a key to be hit, and then checks 
whether or not its character is included 
in the list. If not, the hit is ignored, 
otherwise j the variable PL pointe at its 
location in FTS, before RETURNing, 
The major benefits of this are that 
unacceptable input is ignored , and that 
the accepted character is translated 
into a numeric variable which can be 
used directly in an ON PL GOTO (or 
GOSUB preferably). For example, the 
addition of aline: 

2990 PL$- n rr 

gives the subrouting the facility to deal 
easily with 'Tes/No" questions, For 
example, if we take the DIY 
Typewriter' program from the last 
issue, line 90 becomes: 

90 fiftSUB Z990:IF PL=1 THIN 14f ELSE 1?» 

this saves three lines, and similar 
savings can be made at lines 
340,430,560 (PL$=" Q") and 990. Lines 
1220 to 1300 are replaced by; 

12J0 m =i, PPfiAG&rt5B5m 

1210 Oh PL *ll,3M,*2fl,7 1M 101 ,SB*,8'& 

Whilst the line savings are relatively 
minor, since the program is small, the 
ardent program copier will surely 
appreciate the reduction in typing 

effort. 

PGHewitt 
Lancashire 

Sexist and smug 

You must be aware of problems that 
girls in school can face in getting time 
on the schools' computer equipment, 
because boys tend to hog the 
equipment it results, too often, in girls 
not getting fair use and ultimately 
losing interest. 

So t perhaps they have a better chance 
at home on the family home computer? 

Perhaps the user magazine of the 
Amstrad home computer will 
encourage girls (and women of all ages, 
for grown up boys hog machines too!) to 
participate in the varied wonders of 



hardware and software? - the 
satisfaction gained in writing a 
program that works - it may even do 
something useful - or of achieving a 
level of understanding how a computer 
system works? - the amazement of 
playing arcade games which exercise 
pattern recognition and sharpen 
reflexes? ■ the escapism and exercise of 
memory and lateral thinking with a 
good adventure game? ... and more, 
No Chance! 

The truth is you have put girls and 
women firmly in their place- 

I refer, of course, to page 50 in issue 2. 
The picture uses a representation of a 
female body to provide titillation for 
men (deny it if you can!). 

It is totally irrelevent to the rest of the 
magazine and can only reinforce the 
idea in womens' minds that have 
computers are of interest and benefit to 
men and boys only. 

Please do not let smugness about the 
value and success of the CPC464 cloud 
your judgement. 

1 will continue to recommend the 
AMSTRAD computer to whoever will 
listen, but the CPC464 USER? - not 
yet! 

C J Speight 
Huddersfield, W. Yorks 

Keyed up 

If, like me, other readers have found 
the explanation in Chapter 1 of the 
User Manual regarding pre 
programming keys using the KEY 
command a little cursory, then the fol- 
lowing may help: 

L Using Key-pad: 

Straightforward, using the integer 
expression required with reference to 
Appendix III p/I5 as described in the 
Manual. 

2. Using Key-pad: 

To pre program, e,g + the 1 key, choose 
an integer in the expansion character 
range 141-159 and look up its key 
number in Appendix III p, 16 -which is 
64 in this example. Type in the 
following commands to 

pre-programme the 1 key with a CLS 
function: 



KEY 150 /'CLS^+CHRSt 13) 
KEY DEF 64,1,150 

To pre-programme the 'A' key 
substitute 69 for 64, and so on . 

M H Peachey 

Demo Request 

I am writing to say 1 think 1 can solve a 
problem which bugs people 
everywhere, Where I live there is only 
one shop which lets m actually have a 
go of the game, The rest won't let us 
touch them so how are we to know what 
there like? 

What I was thinking is if you got 
blank tapes them put 1 screen of each 
level and explain what you have to do 
then you could get more than 4 or 5 
games on a cassette. If you have them 
programmed so they cannot be played 
only seen and this 1 think would help to 
show the different games* 

Once all the different games have 
been programmed they could be sent to 
different shops all over the country and 
the tapes could be played in the Data 
recorder and displayed in the shop all 
the time. It would be alot cheaper when 
you think all those games that are not 
bought because the buyers don't know 
what there like. 

BRyan 
Bexleyheath, Kent 

Amstrad User: It's a very good idea, 
and much easier now that disc drives 
are becoming more widely a vailable. 



"PROGRAM 
FUNCTION KEYS" 

When playing Adventure games f one 
can get very tired of typing in some of 
the common words, particularly if your 
typing is as bad as mine - 

So I used the programmable keys of 
the CPC464 to set up the cursor keys 
for the directions (North, South, East 
and West) and some of the number pad 
keys to be keywords. 

The program listed below defines the 
cursor and copy keys to be function 
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keys (using KEY DEF), and then 
attach text to each of the function keys 
using the KEY function. Finally a 
prompt is output followed by the RUN 
command to actually load the 
Adventure game. 

Ill REM redefine cursor ktys 

111 KEY DEF 1, 3, 

120 KEY DEF 1,0, Hi 

130 KEY DEF I J y 1« 

-iB m DEF a,0,U3 

i50 m m 9,0,144,14* 

171 flEH now »44 text 
1B0 KEr f4fi jr IF N"tCHRi{13) 

fji m f4i,"r+cHR«iij 

2iA KEF U2, ,P 5 B, +(HM<13) 
210 KEY 143/'IT B, +CHR1(T33 

KET Ut/'LOOK'^CHRKUJ 
?30 KIT 1^/'r*CHIt*(13) 
?40 K£T ISS/TAtt* 
250 KEY 1 56, "DROP" 

260 KtT T32, M OPEH fl00R" + C!lfil(1J) 
m 133, "CLOSE fl0flR"+CHRi<f3) 

261 KIT 134 y n EMTEr 
290 HEM 

30# REM output proipt and Load gad* 

Jlfl PRINl"Piit Adventure Tape in eassmt" 

321 RUB"" 

■ 

C.Hill 

Chelmsford, Essex 

Amstrad User: Beware in case some 
adventures claim function keys lor 
themselves. 

Radio 464 

I like to listen to music while using my 
CPC464. The radio stations are my 
most convenient choice for the sort of 
background music I prefer, Sometimes 
I tune to BBC Radio 2 on FM at about 
90MHz t but have found this signal to 
be obscured when 1 have the CPC464 
operating, Is this coincidence or is 
there a logical explanation? 
Is it relevant tht my stereo and my 
computer are plugged in to the same 
double wall socket, i.e. side by side? Or 
am I merely exposing my total 
ignorance regarding anything 
electrical. 

MGleavc 
Blackburn, Lancashire 

Amtrad User: Aha f the CPC464 emits 
a special signal $o we can send the 
CPC464 User detector vans ground 
and check who's not bought a copy! Yes f 
the CPC464 in common with other 
computers, your TV set and probably a 
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host of other electrical appliances 
emits random low power radio signals 
that can be picked up on a radio in the 
immediate vicinity. There isn't a lot 
you can do apart from move the aeriel 
of the w radio away from the computer: 
distance between the two is the only 
practical cum 

Suggestion time 

I felt I had to write to you with a 'mixed 
bag' of comments, 

As the proud owner of an Amstrad 
CPC464 (note the full title), which 
incidentally is my first home computer , 
I am really delighted with its facilities 
and perfonnace. The whole family is 
now hooked, 

1 joined the Amstrad Club arid have 
now received membership and it is 
really concerning this where the 
'mixed bag 5 comes in. 

Firstly I should say that the magazine 
is excellent - good information, useful 
articles and clear programs. 

Finaly the competition. The winners 
are all of 'professional' standard. We 
beginners do not stand a chance. The 
prize is excellent and obviously 
attracts the top people as contestants. 
Can you do something for the rest of us 
e.g. best program in say 30 or 40 lines? 
Also I was expecting winners programs 
to be listed in the magazine but it 
appears they will be for 
commercialisation. 

Club membership is not cheap at just 
under £20 and if all it brings is 6 
magazines a year (mail order at 15% 
discount is no good if there are delays 
and missing items) then this works out 
at £3,30 each > expensive. 

My comments are intended to be 
constructive and, as mentioned, I am 
'over the moon' with the hardware and 
software. Your planning on this has 
been immaculate - please do not let us 
down on the customer services side, 

AGallard 
Eastbourne, Sussex 

Amstrad User: We have changed the 
competition rules to allow for the 
judges discretion to spread the prize 
money around - and CPC464 user is 
now monthly r 



Eighth time lucky 

I feel that I must put print head to 
paper to give you my views of the 
CPC464 and it's various peripherals. 

Firstly I feel that I have had a fair bit 
of experience in the computer industry t 
being a service engineer on computer 
systems and because I have had some 7 
micro systems over the past 6 years. 

I would like to draw reference to the 
excellent un-biased letter from G.S. 
Sinclair in an eariler issue of USER, 
where he mentions the Concise 
Firmware Specification at £20 
GASP....! 

What users of the CPC464 should be 
grateful for is the fact that your good 
selves and Locomotive have seen the 
need for "BACK UP ? for the machine, 
and have done something about 

it,, sharpish unlike other "Main 

Manufacturers" who made users wait 3 
years for their Advanced User Guide- 
♦♦♦►♦♦HUM. 

I would also like to thank you for your 
thoughts of "us boffins" out here- 
what computer company made avai- 
lable a full service manual in the first 2 
months of production ? (a note to other 
boffins out there * . . BUY IT, . . . ) . 

Thanks also for the Diy typewriter 
program in the last user., you have lost 
a sale of easi-amsword..,and saved me 
some brasft ! 

Anyway I had better finish before I 
run out of paper in my CP-80 Printe- 
rs,, ,and Dty Typewriter gives me -zero 
lines remaining- etc etc. 

Please keep up the good work, and 
thanks once again, for not leaving the 
users out in the cold after they have 
"paid up". 



R J Taylor 

Sclaton, Notts 



Prehistoric 
predicament 

And Can anybody help me in "Lords of 
Time" How do you kill the dinosaur? 

BJKrolick 
Hove, Sussex 
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PROGRAMMING YOUR AMSTRAD CPC 464 



Machine Code for 
Beginners on the 
Amstrad 

by Steve Kramer 

ThJi book is intended for the 
beginner expiarns the concepts 
Gerund programming in Machine 
Code. Ehe instructions which ihe 
Z-80 CPU unrier^nds and how 
to use ihem The opting system 
routines are rrit reduced *tt 
appropriate stageii and extensive 
u:*e is made of- thern m ordei 
to allow re^urts from 
programs 10 be 
seen immediately. 

Available 



MACHINE CODE 
FOR BEGINNERS 
ON THE 
AMSTRAD 



BASIC 

PROGRAMMING 

V ON THE 

Xamstrad 



Kramer 



MlROPRES 



£6.95 




MICRO PRESS 



£7.95 



BASIC 
Programming 
on the Amstrad 

by Wynford James 

Designed for begin r>ers. this book 
builds up your BASIC competence 
and conhrler o? to wfice structured 
prog rams in the simpJest and most 
effcieni forms, ii includes program 
exampfes which are useful tn then - 
own right: tufcjurfuf ■graphics 
program; games programs, ana 
a database ptcffi&ft) usrng 
cassette hies ar>d 
many more 



from Booksellers or direct from the Publishers. 



Orders to Mfero Press, 27 London Road, Tunbridge Wells, Kent TNI 1BX Tel 0892 39606 



Please send me: 

MatTune Code For Beginners on the Armtrsd 

BASJC Programming on tJie ArmErVnJ 



Please debit my Accra j Bardaytard / American Express 
Diners Card No 



N^ne 

Address , 



i , j - i r ■ i i i i l - i - *i ■ 



+»t»Hf • I (""l't'lirlil ill ■ ■ ■ - • - 

!■■ i.Vfc llJUil-J |'.IJ'.1-.'L\ - ."iVj^'lJ l'_ l.'lB_.l'.*!l.'ft l\nI.LL'J Bi ll II 



iii ii i. i Ii inirir^">^ I --" >I n^ 



J enclose a cheque/PO for £ 

(UK Orders: add EI 2$ p&p for 5 single copy and 75p each 
additional copy. Overseas orders, add E T _2E p£p per copyf 



....... - 

Srgn^tuJ- r ... ■ Dttte - 



Ava IJable Soon 

GRAFHJCS PROG RAM Ml NG TECHNIQUES ON THE AMSTRAD CPC 464 
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To others, it's an Amstrad CPC 464, but to you it's 




orce 



The new Amstrad CPC 464 has set 
new standards of performance and 
price for home micros. Hul Ifiis^t^Ll 
machine isn't confined just to games, 

David J^awrence and Simon Lane 
have written "The Working AmsErad to 
help you put your CPC 464 to good 
work, quickly and easily. Inside you'll 
tiistmvHr ;i win Vie library- - of applications 
programs rim! handy subroutines, 
a I! ready for immediate use. and with 
full, easy-to-tolluw explanations . 

]jsrsk ihjI Jtp Ihe Sunshine- r-rtnut' in W.ll Smith's, 
k-achn^ rvUi] fhriPliS HW.\ all W*tl r*njks^|>S. Qeflfc 



You'll be able to get your Amstrad 
working ;aw?iy on your hom^ finances, 
on creating great graphics, on usefuJ 
infortnation storage and retrieval 
applications h on educational projects, 
and lots more. With music 
and in colour! 

The Working Amstrad *tw_. 
costs just £5.95 from all *I££w ^^ft 
good bookshops and 
micro dealers. Or 
use ths -:ir<k-]"-:1uvot 

J ■Stalls, Juhn Mtfi^M 1 ^, uLfa-Tj- 
r rncjuii ii-.. Ml -1-S7 4-H:\ 



r 

Get your Amstrad working! ■ 

TV Books, 12 L3 Litth* Newport S<retf , Lundun WOSR 
I'h iisr wend me tOpies of Ttu L Working Amstrad 




At K.yrn- 50p f&p each 

L nn lrtHP a rhuqLH- Enr JC 

I I ChnrRf iT _ lo my e 

Number: 



_ payable io Sunshine Ekxaks 
i-arfij lAwss I iVitfi 
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BOOK REVIEWS 



Peter Green 



BASIC programming On 
The Amstrad 

Wynf ord James 

Micropress 

ISBN 0-7447-0024-8 

229 pages 

£7.95 



Although ostensibly having the same 
aim as The Working Amstrad, this 
book takes virtually the opposite 
approach, The Working Amstrad 
teaches programming, and introduces 
the AMSTRAD command words i f and 
when it needs them. This book is more 
of an expanded manual, which works 
through the CPC464's BASIC 
commands and explains how they are 
used with, the aid of example programs. 
Indeed, the back-cover blurb describes 
AM STRAUS own User Guide as a 
sprint through the BASIC, while this 
book is for **for joggers, and walkers, 
and those who are not sure they can 
even reach Ihe starting line/' 

As such, the book has a very 
elementary treatment. The first two 
chapters are pitched at the level of 
.someone who has to he told to check 
that the mains plug is in the wal l if the 
computer won't come on. It might help 
someone who has never seen a 
computer (or even a typewriter!) before 
in his life, but most people interested in 
computers these days have picked up a 
smattering of the basic terms by 
browsing through magazines. 

From then on the book covers all the 
basic aspects of the CPC464 J s abilities, 
as you can see from the chapter 
headings, These include Drawing 
Pictures, Loops Y Making Decisions, 
Strings, Ix>ops and Lists, Games and 
Graphics, and Sound and Music. As I 
have mentioned, many of the example 
programs are fairly trivial and aimed 
only at making a point rather than 
providing a useful piece of software, 
however, Chapter 9, Planning a 
Program, does offer some useful hints 
on how to go about writing your own 
software, 




omstfod 




For example, there's the trick of 
programming the function keys with 
various common keywords, and 
immediate commands to tidy up the 
screen display if a program crashes 
during testing. The author then goes 
on to show how you might tackle the 
design of a games program, choosing 
that hardy perennial 'Blitz' so beloved 
of magazine umtributors. Although 
the reasons behind it are not brought 
out in great detail, its good to see that 
this book also recommends the use of 
structured, modular programming and 
follows this advice in the example - 

Once all the different routines have 
been covered, the author explains how 
to test a program for bugs and fix them ? 
using several examples of 
failurc-of4ogic included in the 
examples. The information offered is 
useful but brief, and the author 
graciously admits that the space 
devoted to the CPC464's BASIC leaves 
too little for programming theory, 
suggesting that you follow up his book 
by reading other titles or magazines. A 
book that would suit the absolute 
novice, then, but I have to echo those 
closing remarks by Mr. James. 



The Working Amstrad 

David Lawrence 
& Simon Lane 

Sunshine 

ISBN 0 946408-60-2 
216 pages 
£5.95 

The Amstrad CPC464 might 
considered rather lucky to have been 
launched so late in the day as regards 
the home computing boom. Early 
computers suffered after their release 
from lack of decent software and 
poorly-written 'bandwagon 1 books. But 
the CPC464 already has many of the 
best games for other machines running 
on it, and this book is the latest in the 
Sunshine ' Working Micro' series which 
has been running since 1982. The 
pedigree shows. 

The concept of the series is to avoid 
the usual collection of Space Invaders 
and Pacman beginner's programs that 
jerk their way across the screen, and to 
provide instead a thoroughly detailed 
guide to 'proper' programming 
techniques, using the facilities of the 
given micro. There is a need for such a 
book; as someone who has worked for 
several years on computing magazines, 
I can testify that programs from home 
users read like a six-year-old's essay 
rather than a best-seller, to use a 
literary analogy, 

A common thread runs through all 
the example programs in the book. 
Modular programming is employed t 
the authors stressing how vital this 
approach is if programs are to be easy 
to design „ test, debug, and modify. The 
various subroutine modules are 
printed separately (dot matrix listings 
from a working program, so you know 
they are accurate), together with 
sections on the intended function, a 
line-by-line description of how the 
module works (together with any 
back ground information that might be 
needed), and how to test the module 
independently of the rest of the 
program. This structured teaching 
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approach makes it important to read 
the book from start to finish as a series 
of lessons: dipping in at random 
because you fancy a particular 
program might miss important points 
covered earlier. 

A side effect of this presentation is 
that boring slabs of test are avoided, 
the frequent sub-headings, short 
blocks of listing and interspersed text 
breaking up the page;? and making the 
book pleasant to look at and a joy to 
read. 

The book covers all the major 
computer applications and Amstrad 
facilities. Chapter 1 deals with the use 
of interrupts and has four programs; 
two types of clock, an 'alarm' type 
program that can remember 16 
different events, and a stopwatch. 
Even this First chapter takes these 
basic examples as an excuse to wander 
off into the realms of geometry, 
shape-fil ling and menus ; 

Chapter 2 covers graphing 
applications, in line, pie and 3D bar 
form. Then comes a chapter with 
programs for character design, screen 
drawing and creation of tunes. Chapter 
4 turns to more serious matters, such 
as a filing system (personally Tve 
always believed an exercise book ib 
more practical fur filing than any home 
computer, but it's nice to see the theory 
explained), a stock control program, a 
simple word processor and a 
multiple-choice test generator, 

Finally financial applications are 
dealt with in Chapter 5, which has a 
bank account manager and accounting 
package; again, of less practical use 
than pen and paper, in my opinion, but 
well-explained nonetheless. 

Two things are present in the book 
which are depressing! y absent in much 
technical writing: good English and 
good proofreading, The book is 
practically error- free, although it was 
a bit disconcerting to find the word 'not* 
omitted from a sentence on page 3, thus 
suggesting that you might want to 
start a program with GOTO in order to 
clear any variables you had just set up: 
also the caption for Figure 3.2 belongs 
on 2 3 Quibbles, quibbles; if these were 
the worst 1 could find the publishers 
are doing OK. I do think the authors 
have made a bad decision by referring 
to variables in upper case in the text 



when they are lower case in the 
listings, the Amstrad doesn't mind 
which you use but the beginner might 
be confused. 

They abo fall into the trap of shouting 
"Bug" when something unexpected 




M/0 



OTNAMIC GAMES 
AM5T8A0 




happen^ in this case the failure of the 
SYMBOL AFTER command when a 
file is open, There are bugs in the 
AMSTRAD but this isn't one of them: it 
happens because SYMBOL AFTER 
needs H I M E M at the bottom of the 
symbol table, and opening a file moves 
it. The feature is documented in the 
Concise BASIC Specification (SOFT 
157) together with a way to prevent it* 
but I admit it would have been better to 
have mentioned it in the User Guide. 
Overall j then, an excellent book 
which I particularly recommend to 
beginners as a way of nipping any bad 
programming habits in the bud. If you 
only buy one book on programming! 
make it this one, 

Machine Code 

For Beginners On The 

Amstrad 

Steve Kramer 
Mkropress 
lSBNQ~7447W25-6 
189 pages 
£6M 

Amstrad have- been very kind to the 
machine code programmer. Usually it 



is necessary to work out the inner 
secrets of the machine yourself, which 
is why most of the best software for a 
computer is written by a few 
programming geniuses and appears 
months after the launch of the 
machine. Ann yourself with the 
Concise Firmware Spcification (SOFT 
158) and a Z80 assembler (two are 
currently available for the CPC464), 
and you have all the tools you need to 
enter the wonderful world of machine 
code. 

Machine code is rather more 
demanding > and less forgiving, then 
BASIC, and a guide is helpful. So it 
isn't surprising that one of the first 
books to appear for the CFC4G4 is this 
one -i which is intended as a tutorial for 
newcomers to this thorny topic. Rather 
more surprising is the fact that the 
author has taken the trouble to enlist 
t wo machine code novices to advise him 
in the preparation of the manuscript, 
unlike many people who assume too 
much awareness on the part of the 
beginner. And most surprising of all is 
that these novices let him get away 
with badly structured text, 
meandering non-sequitors t and gross 
errors of fact 

This sounds harsh so Id better justify 
myself, quick. 1 believe that, when you 
are trying to teach beginners anything, 
you have a duty to eliminate all errors. 
It's no good hoping that reader will pick 
up the mistakes: he's more likely to 
give up in confusion when something 
makes no sense 1 because ''if it's in the 
book it must be right", 

OK, let's take Chapter 10. This deals 
with the Z80 instructions that work on 
a single bit. It contains a single exam- 
ple program, two-and-a-half pages 
long, with no explanation of how it 
works (indeed, the author tells you not 
to bother to type it in) t and it's intro- 
duced with the words "A number of 
£ dirty tricks' have been employed in the 
program , > - See if you can find where 
the S T at the end of message 8 in line 
1140 goes."" Dirty tricks? In a book for 
beginners? And no enplanation of what 
they are + of course, Line 1 140 doesn't 
contain a message: message 8 is in line 
1240 and I cant see what's so special 
about the Y< Nor do 1 see why I should 
waste my time trying to work out what 
the author is getting at: it is the job of a 
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teaching book to explain not set 
riddles, and I see no reason to do the 
author's donkey work for him. 
In Chapter 6, Simple maths, program 
6.8 (referred to as 6.9 in the text) has a 
deliberate bug in it. Having identified 
the problem, the text rambles on for 
two pages about a couple of new 
instructions h then returns to the bug 
and shows they can be used to fix it- 
After a sudden change of subject and 
trying to cope with new instructions, 
the reader has probably forgotten the 
original problem. This messy 1 almost 
random presentation of the subject 
matter is one of the book's biggest 
failings, making it hard to follow the 
author's thread. 

A final example: throughout the book 
the author has made use of two system 
calls, one to get a keypress from the 
keyboard and another to print the 
character whose ASCII code is in the 
Z80 s s accumulator, Chapter 15 tells 
you that the print routing is part of the 
Key Manager (it's actually in the Text 
VDU) and gets the labies GETKEY 
and PRINT swapped over. Sigh. 

I hesitate to recommend this book, 
because anyone capable of spotting its 
shortcomings and errors is probably 
canny enough to get what they need 
from a general-purpose Z80 book and 
the Concise Firmware Specification 
(admittedly the latter is a bit expensive 
for dabblers), It does provide an 
Amstrad-specific view of things and a 
listing for a hex loader (although you'd 
certainly have to buy an assembler for 
any serious work), but I'd have to say 
you're better off buying a book like 
Programming TheZSO by Rodnay Zaks 
(published by Sybex, sold in the UK by 
Computer Bookshop, Birmingham), or 
else wait a while for something better 
to appear. 

Dynamic Games For The 
Amstrad 

Clive Gifford 

Interface Publications 
ISBN 0-94 7695-1 6-8 
210 pages 
£595 

This book is simply a collection of 50 
games listings for you to type in and 
play: it isn't intended as any kind of 



teaching aid and no explanations of 
how each program works are given. 
However all the listings are dumped to 
dot matrix printer, presumably from 
working programs, so if you get an 
error the odds are good that its your 
typing that's at fault (good practice in 
debugging, this!). The games, some 
short, some long, are split into various 
types - arcade games, text adventures t 
stategy and logic (such as Gomoku and 
draughts), brainteasers (Solitaire, for 
u x ri mp 1 e ) , * gambling, graph ics and 
sound games, The author assures us 
that the games are all very playable, 
and that he's weeded out any slow ones 
(despite that fact that all the games are 
in BASIC). Since I haven't got time to 
type in 200 pages of listing we 11 have to 
take his word for it! I did type in 
Four-in-Row, picked at random, and it 
appeared to work OK except that I 
invariably beat the computer. 
There's not much else you can say 
about this book. It'll keep the kids 
amused for a while it'll brush up your 
two-fingered typing a treaty and you 
may pick up some useful programming 
tips by studying the listings. Where 
else can you get games that cost about 
12peach? 

Bells And Whistles On The 
Amstrad CPC464 

Jeremy Vine 

Shiva Publishing 
ISBN 1-85014-063-4 
86pag$s 
£4.95 

There is a tendency in many books on 
computer programming to skip over 
the sound capabilities with a brief nod 
to sirens and Space Invader bleeps. 
This is understandable: almost anyone 
can get to grips with graphics and 
produce pretty colours and shapes on 
the screen, but sound and music are 
much less intuitive, and the commands 
built into the Amstrad offer an almost 
infinite variety of possibilities. 
Besides, if you want to score a tune in 
three-part harmony you have to know 
music pretty thoroughly as well as how 
to program w T ith the sound commands. 

Jeremy Vine's book has been written 
to fill this gap. It deals with sound on 
the CPC464, w T ith no degressions. 



Chapter 1 starts with the sort of 
fundamentals you're going to need to 
deal with sounds effectively; the 
meaning of amplitude, pitch and 
duration, and the three channels on the 
sound chip. The next chapter 
introduces the SOUND command, 
which can take a large number of 
parameters - the author begins with 
just two, the compulsory ones. Then 
each of the optional parameters is 
explained, bringing in the associated 
BASIC commands Buch as S Q . 

Next the concepts involved in music 
are dealt with, such as the stave and 
musical notation, which you will need 
if you want to transpose scores into the 
Amstrad (always remembering 
copyright, of course!). Finally {in the 
music section) the volume and tone 
envelopes are discussed. 

Now comes the bit that all real pro- 
grammers and interested in -the sound 
effects! Starting with a half-dozen 
throw away effects programs, the au- 
thor goes on to provide a program that 
lets you generate different envelopes 
and test their effects, and touches on 
percussion (!), This is followed by an 
amazingly simple synthesiser program 
that you play from the keyboard. The 
book ends on a slightly disappointing 
note -- no pun intended « with the 
usual obligatory copying of the CPC 
464 command list which you Ve already 
got in the User Guide, but given the 
rest of the book, I think the author can 
be forgiven. The style is light-hearted 
and easy to read, and though the price- 
per- page is a little bit high, this is a 
usefu) book for your collection. 
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'An essential companion to the CPC- 464 
complete with Amsoft approval " 



The Amstrad CPC -464 Advanced User Guide by top- 
selling author Mark Harrison has been produced with 
help from Artisoft, the computer products division of 
Amstrad, As a result of this liaison the book conforms 
to Artisoft's presents ion conventions and accordingly 
carries their seal of approval . With such fine pedigree 
the Advanced User Guide is a must for every 464 user. 

BASIC advice 

Clearly and concisely organised throughout, the book 
opens with a description of how the 464 works, 
moving on to communication with external devices 
and a summary of BASIC A comprehensive reference 
section is included enabling you to find an 
explanation of any BASIC command or keyword in 

the 464 s repertoire. 

Programming tcdiniques 

After getting to grips with BASIC you can proceed 
ro the various programming techniques that wilJ 
help you to get the most from your 464, The 
Advanced User Guide contains detailed chapters 
on Strings and Character Manipulation; Input/ 
Output Techniques; Arithmetic; the Amstrad 
Memory Map; Time, Clocks and Interrupts; Data 
Structures; Data Processing; Amstrad Graphics; 

Sound and Synthesis. 

ReadY~to-rtm programs 

You'll find no fewer than FORTY ready- to -run 
programs in the Advanced User Guide that 
demonstrate how the 464 works and illustrate 

useful programming techniques. The combined value 
of these alone far exceeds the cost of the book. 
Ranging in si^e they cover such topics as 
Code- breaking; Information Sorting; ^D Graphics; 

Business Applications, There are also arcade -style 
space games and, most spectacular of all, a complete 

Sound Synthesiser program. 

What Amsoft say 

In the preface to the Advanced User Guide William 
Poel of Amsoft writes — "... we are particularly 
grateful to Mark Harrison for filling in most of the 
gaps that inevitably occurred in the original user 
handbook, as well as adding much to the general 
utility of the machine in the hands of the users . . . 
books such as this can do nothing but good for both 

the product and its users." 
Amsoft dearly approve — we think that you will too. 
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How to order 

The Amstrad CPC -464 Advanced User Guide costs 
only £6.95, You can obtain your copy through any 
good bookseller/ com purer store or by completing the 
order form and returning it to John Wiley & Sons LrdL 
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Screen Squashing 



In any home computer 
which is designed to be sold 
at a competitive price, it is 
necessary to make some 
compromises. For example, 
one problem is how to keep 
down the amount of RAM 
(Random Access Memory) 
dedicated to the screen 
display while still allowing 
a reasonable resolution and 
range of colours. 

Understandably, en- 
gineers working in the cut- 
throat consumer market 
would rather use an off- 
the-shelf device, and the 
6845 video display con- 
troller is the one employed 
inyourCPC464> 

Text is printed onto this 
'pixel -mapped' screen by 
colouring pixels (in the 
foreground colour) in the 
right pattern for each 
particular letter. The 
patterns are stored in ROM 
{Read-Only Memory), or can 
be copied into RAM and 
altered to taste by using the 
SYMBOL command. For 
economy there is only one 
table of patterns, which is 
used to print text in any of 
the three modes. 

The shape of the letters 
depends on the shape of the 
pixels: a rather less than 
sat isfactory com promise , 
The letters are best in 
MODE 1, and thin but still 
readable in MODE 2, but in 
the 20 -column MODE 0, text 
is fat, distorted and difficult 
to make out. Worse, you can 
fit in less than half the text 
you could manage in MODE 
1, because the 'narrower* 
screen makes it more likely 
that a word will break over 
the right-hand edge and 
need to start on the next 
line, 

The ability to re-define the 
character set suggests a 
solution: alter the letter 



patterns, making them 
thinner so that they appear 
normal on a MODE 0 screen. 
This produces a new set of 
problems, however. 

First, even if we make all 
the letters thinner, they will 
still be printed on the 
normal text spacing of 
eight pixel cells, $o we get 
bigger gaps between each 
letter. Second, we can't 
make all the letters the 
same width. Letters like A 
and T look best in MODE 0 
when they are three pixels 
w T ide (actually, this is the 
minimum they could be). 
But what about M,W and S? ? 
A little thought should show 
you that these need to be 
wider to look sensible. 

Both of these problems can 
be solved by printing the 
new characters at the gra- 
phics cursor, using the TAG 
option The graphics cursor 
is advanced by eight pixels 
when it prints each letter, 
just tike the text cursor, but 
we can move it back a little 
by using the 



BASIC needs cunning. 
Normally you must PLOT or 
DRAW something to change 
the foreground colour, but 
PLOTting a pixel outside 
the graphics window lets 
you do this without affecting 
the screen. 

The background colour is 
more difficult, because 
BASIC requires you to 
execute a CLG to change 
colour, which would wipe 
everything else, Listing 1 is 
a small subroutine to 
change graphics colours 
non-destructively: set fc and 
be to the foreground and 
background colours 
required, then GOSUB 1 000 
(or whatever). It works by 
testing the single pixel at 
bottom left, setting the 
graphics window to the two 
lower left pixels only (its 
smallest possible size), 
doing a CLG and then 
writing back the original 
colour over the two pixels 
before resetting the 
graphics window to the 
whole screen. 



Listing 1 

1030 ORIGIN 0 / 0 / 0 # 7 / 1/0:oldcoL=TESTt0,a) 
: CLG be: D RAH H 4 / 0 / oLdco L :0RIGIN 0/0 
,0,639, 399,0: PLOT -8,-8,f c: RETURN 



relative move facility- And 
by keeping a table of widths 
for each letter that we've 
redefined, the cursor can be 
moved back by a different 
amount for each letter, so 
each character can be made 
its optimum width. This 
gives a true proportional 
spacing facility. 
Selecting your PEN and 
PAPER colours is a bit 
tricky because the TAG 
facility means you are using 
the graphics foreground 
and background inks. To 
change these from 



Obviously the LOCATE 
command is useless; you 
have to position the graphics 
cursor explicitly at the start 
of each print string using 
MOVE. And you can't rely 
on the automatic wrapping 
of long test onto the next 
line, in the way that the text 
streams do. The machine 
will happily continue to 
dump characters into the 
void on the right-hand side 
of your video monitor until 
you tell it to move the 
graphics cursor back onto 
the screen. Since the text is 



By Peter Green 

proportional , a simple 
character count isn*t a good 
guide to whether the string 
is too long to fit on the screen 
- if in doubt, test it and split 
it where necessary (see my 
first example program). 
Finally, any control codes 
embedded in print strings 
will appear as their graphics 
equivalents, as usual for the 
TAG mode. The example 
shows the effect this can 
have. In particular, you 
must put a semi-colon after 
every string to prevent the 
pant Carriage Ifeturn/Line 
Feed arrows being printed , 

At Last, The Program 

As described, it would be 
easy to write a proportional 
print routine in BASIC by 
storing the character widths 
in an array and using the 
MOVER command. 
However, this would be 
rather slow, so I went for a 
machine code solution. 

The Centronics printer 
routines in BASIC pass 
through the jumpblock, so 
my program patches the MC 
PRINT CHAR entry (which 
would normally try to send a 
character to the Centronics 
port) so that it points to my 
machine code (source code 
given in Listing 2). Any text 
to be printed proportionally 
should be PRINTed on text 
stream #8, and is 
automatically passed to my 
routine. 

Because of the way 
extension ROMs can reserve 
sections of RAM for their 
workspace, it is good 
practice to make machine 
code that is to be stored 
above HIMEM (after a 
suitable MEMORY 
command) relocatable ; 
Hence it doesn't matter 
where the object code from 
Listing 2 is assembled. The 
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GENA3.1 


4s sv*b 


Ler. Pd^t 


1- 




fiss 1 


tr r*rs ; 












2 EE 9 






NEWSY*: 




H L.hO 


; LPtfl aL-art &f data. 


hit 


INN 


11* 




lD 


CL,0 


;Loid ty*bot table base. 


?EE.F 


El BflB3 


12fl 






flE H Jfifl 


;Loari Lc-ngtti of 




EDBfl 


131 




LD 1 H 




;Tr«n*fir th< dataix 


2Efi 


C? 


140 




fiET 




;Go bade to SASEC. 


Bflf C 




150 


GRAWHI: 


EftU 


iffiBFE 


, --h iJP ■!.!-■■ 


F:n : s 




140 




EQU 


JP8BC3 


;Sfi* MOV E RELltHfE 


2EF5 




1?0 


PBF-TIT; 


PUSH 


BC 


; S*v* registers- to M*t 


ZE FA 


IS 


H0 




PUSH 


IE 


;Eiit co/ndSt^frfU for the 


2EF7 


ES 


1*0 




PUSH 


Hi 


;MC PH EWT CHAR routine. 


5 E F & 


F5 


201 




PUSH 


If 


; 5 j m e c har jcte r , 






210 




CALL 




; Print character a e fcbe 














graphics CUftiri 


2EFC 


Fl 






POP 


AF 


; 5e t t n e character. 




ce?F 






BIT 


7, A 


;Te&C *or upptr L lii t L 


2 E f F 


2013 






Jfi 


HZ, EXIT 


;luhc 1f lore then 127. 


ZF#1 








SUB 


12 


;feit f»r inwfrt- tiitE- 


IF«3 








Jit 


CEBIT 


rBv^t If Lf*s than 32. 


?F15 


1403 


?au 




L& 




; load D £ re g i s t e r pi 1 f 




5F 






to 




;yit:h ASCII code to us,e 


tm 












; as gfHet into table. 




Z11?2F 


J*0 




Lv 




; Lfr*d ^1- registers with 


ZFIft 




320 








; table start. 


ZF0B 


1fl 


330 




ADD 


HL r DI 


;4dd U> get address of 


2f0r_ 




340 








;rtqi3ired pointer. 


2flC 


61 


350 






LjrChL) 


;£et Idu brt* « 


.■ " h; 




nt 








; g f 1 5 * t f r table. 


2 HP 


26FF 


37i 




L & 


H,JfF 


;Load higti brte o* 


?F#F 




3se 








;offset <*Lintyl FFi . 


?F#F 


5A 






t* 


E,fr 


;!l*kt DE re<p5t-e- p pair 






til 








; itra if of f set .: . 


. I «i 


FB 


4i0 




EH 




;Syap y f y of^srtt ii>t« 


JF11 




h-7 








;tht ri^ht reflisters. 


?F1T 


C&tIBB 


*30 






&M«OV 


; Ro-ve graphics curscTr 


ZFH 


11 


440 


EMIT: 




Hi 


; Res tor t registi-rs infl 


2F1 5 


11 


450 




PDF 


II 


;sEt ttit carrjf as 


JFH 


CI 


460 




POP 


BC 


;r5q»j"rt-d for the right 


2117 




47-0 




SCF 




;?iH to-Tdi t i ons . 


1ft 




4&fl 




RET 




^ flu it routine. 


2119 




400 


EUSEl 


DtFS 




;Stirt of ioflik'upi tabLt. 


fa t-i 


f trrorv: 


00 










Ti&Li 
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three absolute addresses 
which will need changing 
(in lines 100,110 and 310) 
cm be altered from BASIC 
by POKEing after the 
machine code has been 
loaded to a forced address by 
the application program. 

Lines 100440 of Listing 2 
have nothing to do with the 
printing routine; they 
simply use the Z80 block 
move instruction to copy the 
modified character set into 
the normal symbol table. 
This lets you use both 
character sets in the same 
program (you get the normal 
set back by using SYMBOL 
AFTER 32), 

The routine proper starts 
at line 170, at the label 
PRPTXT. When 
intercepting jumpblock 
entrieSj it is vital bo not to 
corrupt any registers that 
the original routine would 



have preserved: we'll be 
using BC, DE and HL, so 
lines 170-190 save these 
values on the stack. We 
know from the MC PRINT 
CHAR entry conditions that 
A contains the character to 
print, so we save that on the 
stack too (GR WR CHAR 
corrupts A) and call the 
firmware routine to print 
the character at the 
graphics cursor (lines 
200-210), 

Then we pop the character 
back off the stack and check 
whether it lies inside our 
'proportional' range, which 1 
decided would be the entire 
printable ASCII set from 32 
to 127. For the upper limit 
it's only necessary to test bit 
7 j which must be set if the 
ASCII code is greater than 
127. If it is, then the 
character is a block graphic 
and we mustn't backspace, 



jumping instead to the exit 
routine. 
In line 260 the lower limit 
is checked, using SUB 32 
instead of CP 32 because it 
lets us use the new contents 
of the A register as an index 
into the look-up table, If the 
character is proportional, 
lines 280-330 calculate the 
address of the table entry for 
the character's widthn This 
requires a 16-bit addition. 
The index is copied into DE 
(D will always be 0) and 
added to the table base 
address in HL. The contents 
of the byte addressed by HL 
is copied into L,, and forms 
the low byte of the eigned 
16-bit number that the GR 
MOVE RELATIVE routine 
requires as an 
X-displacement, The high 
byte is always &FF because 
the displacement is never 
more than -6 pixels (-24 
co-ordinate points in MODE 
0), whkh is a small negative 
number. 

The vertical displacement 
is 0, so we make DE zero in 
line 390, Now we need the 
X-displacement in DE and 
the Y- displacement in HL T 
so line 410 swaps them over. 
Why do it this way, rather 
than loading the offset from 
the table into E, setting D to 
&FF and loading HL with 
00? Well, register swaps and 
loads are single-byte op 
codes, so Fve saved a byte. If 
that seems fussy, I'm a great 
believer in paring code to 
the bare bones; efficient 
programming is a good habit 
for when you tackle those 
really big jobs. 

Now we can call the 
firmware routine to move 
the graphics cursor relative 
to its current position (line 
430), That completes the 
processing for this 
character ( so all that 
remains is to pop the 
registers we saved on the 
stack, set the carry flag to 



con the firmware into 
thinking our Centronics 1 
routine has sent the 
character to the printer 
successfully, and exit. Using 
an assembler or the hex 
loader „ enter the machine 
code into the Amstrad at any 
convenient point in memory 
and save it to tape or disc 
under the filename 
TRPTXT.ORJ'. Then reset 
your machine and enter the 
horrendous Listing 3* This 
simply uses the SYMBOL 
statements to redefine the 
new characters, appends the 
object code you Ve just saved 
onto the end of the symbol 
table (after ASCII 127, that 
is), and followB that with the 
low bytes of the backspace 
displacements. The whole 
lot is then saved back onto 
tape or disc under the filen- 
ame *PROPCODE.BIN' J 
which is a 912-byte block of 
binary code consisting of 768 
bytes of symbol data (8 times 
96), the 12 bytes to shift that 
into the symbol table > the 36 
bytes of the proportional 
printer routine and the 96 
bytes of wi dth data. 
This program produces the 
best-looking text I could 
manage in MODE 0: feel 
free to change any 
characters you don't like, 
The width data should be 
the number of pixels across 
the character not including 
the separating space to the 
nest letter. This one-pixel 
gap is taken care of by the 
use of 7 instead of 8 in line 
2020 of Listing 3- This line 
also has a multiply-by-four 
factor because in MODE 0, 
one pixel width is four 
co-ordinate points. 

Using The Code 

Listing 4 is an example 
program which shows how 
to put the proportional space 
routine to work. It allows 
you to swap freely between 
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PROGRAMMING]; 



f ^m:::::!!:v:iJHWHKj 



>j:>:-:co:'>:::f 







13 SYMBOL 
U SYMBOL 
SYMBOL 
SYMBOL 
SYMBOL 
SYMBOL 

StWfiOL 
SYMBOL 
SVMBCL 



15 
16 
17 
13 
19 
29 



*22 



113,» # M*, 
114,0,0,64, 

115,0,0,96, 

114,64,64,2 

117,0,0,161 

118,0, 

119, 0,&, 136 

12B,M,1M 
121,0,0,160 
122,0,0,224 



160,160,96,32,48:DATA 3 
168,125,128,128,0 :DATA 
128,224, 32, 192, 0:&ATA 3 
24,64,64,64,96,0:Dm 3 
,160,160, 160^6,0 : DATA 
,160,160,160,64,0 : DATA 
,136,168,249,51,0 : DATA 
,160,64,160,1 6*1,0 : DATA 
,160,16B,H,3Z,19 2 : DATA 4 
,32,64,12B,E24,0:DATA 3 



5 



1125 STPiBOL 123,32,fi4,fit,12S,6t,6^,32,0:^TA 3 

1124 SYMBOL t?*,U6 J?B,12S, 12*, 128, 1?B,t?e,l:Dm 1 

1125 SYMBOL 125,125,64,6*, 32, 64, 64,124,0 sMTA I 

1126 S.YHS0L 126,S0,l60,0,0,0,&,0 f »:DMH * 

112? SYMBOL 127,16MS,160,fl0,16fl,B0/6B,Sfl:HTA 3 

2000 L0AD ,, PRP7J(T.Qftr J ,tOde 

2010 FOR chir=fl TO 95 

2820 HEAD y :w*4*(7-v):PI>KE baat+ehir # 2H -if 

2030 h E 

2&4I SAVE H PROPCODE.BIN il ,B,start,-912 

2058 SYMBOL AFT Eft 32;EN0 



the normal and proportional 
character sets. The symbol 
table is deleted from RAM, 
HIMEM moved down by 912 
bytes and the code loaded 
above it. (CLOSEIN 
reclaims the input buffer 
which BASIC leaves open 
after loading binary files). 
AH the absolute addresses 
are converted into low-byte, 
high-byte address pairs 
(calculated from the known 
value of HIMEM and the 
various offsets from the 
start of the code) 



POKEd into place. The 
jumpblock entry at 
&BD2B-&BD2D is altered 
to jump to the new code (line 
190), and the variable 
newsyni holds the address of 
the code to copy the new data 
down into the symbol table. 
CALLi ng newsyni selects 
the thin characters, 
therefore: a SYMBOL 
AFTER 32 will restore the 
Amstrad's own character 
set. 

The rest of Listing 4 
displays the entire new 



Listing 4 



100 WIDTH 255 
110 SYMBOL AFTER 256 
120 MEMORY HIMEM-912 
130 hm=HIHEH+1:hewsym-hmt768 
H0 LOAD" PROPCDDE.BIN", hi: CLOSE IN 
150 POKE r>eifsyi+T,UNT(timJ AND SFF:PGKE n 

ewsyi+2,INT(hni7256) 
160 SYMBOL AFTER 32: hn=HIMEH+1 

170 POKE nensyrti+4,UNT(hi> AND IFF:P0KE n 

e«yn+5,INT(hn/256) 
180 POKE newsym+32 y UNT(newsym+4fl) AND BF 

F^POKE neiis r i+33,lNT«Cncwsx"+^fl)/Z56 

) 

1919 POKE SBD2B,fiC3:P0KE 8BD2C ,UHT Cnevsyn 

+ 12) AND 8FF : POKE 8BD2D ,INT t ( raey sy«+- 

12J/256) 
200 CALL neysym 
211 MODE a 
220 MOVE fl,3B0:FOR 

R$ ( i ) ; : NEXT 
23A MOVE fl,210:FQR 

HAS C f >; :NEXT 
240 MOVE 0,200:FOR i-113 TO 1 27: PRINTS , 

CHR$( i ) ; : NEXT 
250 SYMBOL AFTER 32 : LOCATE 7 , 16: PI? INTTH 

is is normal/ 1 

260 CALL nevsym 

270 MOVE 0,80:PRINT#8/'A quick demo of p 

ropGftionaL spacing on the"; 
280 MOVE 0,6^PRINT#»/ 1 AiStrad CPC464 in 
Mode 0."; 

290 MOVE B,H: PRINTI8 , CHRS ( 30); |P F i fiistied 

- 

300 PRINT CHRS( 30) ; M Fi n i shed I " 
310 SYMBOL AFTER 32 
320 END 



i=32 TO 73:PRINT#8,CH 
i =74 TO 112: PHINTflS^C 



character set T and some 
sample sentences in both 
typefaces Note that the 
lengths of the strings 
printed in lines 220-240 and 
270-280 were decided by 
trial and error, for the 
reasons described earlier, 
Finally lines 290 and 300 
show the difference between 
sending control characters 
to the graphics and text 
cursors Line 290 generates 
graphic symbol while line 
3O0 obeys the CHR$(30) and 
moves the text cursor to 
home (incidentally this also 
shows the thin characters on 
an eight-pixel spacing). 
It is very important to 
execute WIDTH 255 before 
using the proportional 



printing routine, to tell 
BASIC that the printer' has 
an infinite 1 width. Otherw- 
ise it will insist on sending 
Carriage Ketum/Line Ffc^d 
at regular intervals, which 
will, of course, appear on the 
screen, 

If your application pro- 
gram requires the use of the 
printer port as well, the 
printer jumpblock can be 
restored to normal when 
necessary by CALL &BD37. 

After using the printer, 
proportional printing can be 
accessed again by replacing 
the jumpblock patch: 
execute the BASIC in line 
190 to do this, 

Have fun [ 
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mRHYHTFJi BDMH-INDFTFUMINATl ■ FOE 

Cpchaiwtth rsaranwYTHifi is k Jkiirr 
fl*3F iPflH'F'nfLFj Apn*^:^ I^TTi 
IftMKTlPOJlfiTI US ADDRESS 
.S2WS-YM ML FUPTUHfNUHKPbUCk UrfflTT 



STAJTTCrDATA 

IK1EE THIS itQDFlE3S]y"TC! 



STjyjTtlP'EfTiaWLTAfiiJ 
F«W E THE A CCBEEfl I KTD SEWHY H * i . 
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Wargaming For The Amstrad CPC 464 



WARGAMERS 




sans 






B ATTLE 

FOR 
MIDWAY 



DATE; 4ih Tune 1942, 
PLACE MIDWAY ISLAND 
THE SCENARIO 

'Battle Fuj Midway' pub jf*ii Lti Ctf>nira*r\d oi 1ha US 
PeChfac JlealB sis months atter tbe attack by the 
Japaneui on Petri Uarbaur.. 

The bfl1?le s*>r Midway majkad the turning; pain; c I 
iha battle far the PaoiliG, IE til* I*pflne&e eii |]]«>-*ed 
lo in-ved.* Midiwa/ I*Und it would, gi-ufl :h.een & 
^tapping rfgne to attack fiiEtlF Hb.wb.LL -and. then 
ir.aLn.land, Unltco. SM-stee thur- p^Mbly ih-snflinS 1h# 
whole fcutaome ei W^rld War EL 

THE GAME 

"EhIM-h Foe Mid way' Is not a simple game. Il lias been 
deaigned lor the peir-rnn who- enJOyl * ttimiftlttin? 
intoHltgtaal- game and In-corporalcs every realism :o 
ensuie thai whatever th* tmtC&m* fll IK* fl*infl - that 
L* the. W*y i1 could hav« happened. 

The game pla^#d <j.p 1hi»e levels - !sr*tly yau 
giv-en a Large scale map showing an overview cd your 
awn Ectcw. Secondly yGu h&V* COJltHanHy upd«(*4 * 
d^tlili- C-E tfei^na Eeiee* dawn to the last lighter. 
ThiidJy wb olve you a vi^uaj representation tf-E lb* 
haHle and your fo/iM* 4l fcuajy ntagfl. 

3 LEVEL GAME 

A. jit he ugh oomplex It is easy enough So-i anyone to 
learn ai he iolle*e the Eully dellilad ingtriMifioriv and 

h*ve- sj^corpoja fed a choice di Ihree Levels, 
depicting three diEforent lepartefle Gtr^twyirt. Ilv.w 
rti&iking it auilahle Jor heglnncT di expert alike. 

THE AUTHOR 

Alan Sleet Lc one oE she englnal UK vvargarriert end 
hes- been playing end designing W«fl*Tfl*H! ror 
nearly twASfitytive yeans. 



Available on Cassette £9*95 



:AFAh CHTr:rk,-Tt Z-*i\L ILT^tCM J^i" Mfcy-b^Trtb- Ahr.TMnH ATlBEirA 



1 1. ' 



I i 1 l|-.rrrii< 

LIIII- Y ■ 

irn nm. ft Jnkuy 



Shtr In - 



jJda-i&tS.ii i4-M 

I*«1P-I ■ Wi»" mm* 

lH» 

i' . ■ ■ I in ■ k I r i 

H.i.,lu.Kiiiinin n r h - 1 I "l 

i U5 rvi.m 



I i Mjiju 

I1J7 ■■• ii i' ■:• -- 

In VaiktaHi Ji J Ci-'-i#-.p- 




h r»fci«"i 



Admiral Yamamnta's Opefatioaa] Flan 



Th& U-S- Pacific First's Victory 




P.S.S. 452 STONEY STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 667556 



PRINTER BARGAINS vats caw el 



BR0THEHM1Q09 only £178 

# Band. 5Dc.p.s. 9x Sdat-mairbc 

4 196 characters - enlarged, GandeiiSEd jtadc, super £ suhsdpl 

$ FuDf EpscDCctiipatlhlE 

£ Friction feed Tractor cpdno at £21 

£ HnlJ hnldir Dpfta Efl 

MANNESMANN TALLY MT80 ONLY £219 

* BO afl. BO c.p.s 9x9 drt-malj^ 

4 Quality prior style irtr letter wrtUisi: 

OTHER PRINTER BARGAINS 

Bralher HHSBOm). Kfcjii. battery 9 dot matrix „ £1 49, 

ShlEmCPBOBOoiSDcps M L £1SSl 

ShiawaCPABOBOra]. lDDbj». 2K hu&r £229, 

Epsati HJCBOFT 80 ail. lOOtpe H , _... s £264. 

Caunn FWl OffiW BO cr± IBQcps . Nnr Lattar Quabty mode £319, 

lap Taaaa RP810 BO aJ. IBQfcps. Near Letter QusHtj £299. 

Daisy Step 3000 daisy 1 3' platan 1 &pg ,„„„„ £284, 

INTERFACES 

RaraMklerkTifflUE £13, 

SOFTWARE 

Taswnrd4G4 . . , m , 

T&sprtolW __ , „„ r £9* 

TascopylM , 



STRONG COMPUTER SYSTEMS. 

fiiy CotlagB, Pfictdd, Carmarthgn, Dyfed. SA32 7DJ 
Td:Qae7M]2ffihr3saBSaiKi!H!! 




• Supplied with Database containing data on o^r 10,000 matches 
since 1980! 

• You update the Da: sr.:* a? eacn week - bLi- no tedious typir>g r as 
team and division names already in program! 

* E rrors easi ly competed - tte prog ram even checks you r ent ues, ! 

* Comprehensive instruction manual and menu driven program - 
easy to use, even for a newcomer to computing ! 

# Will forecast the least likely draws for those who prefer to bet on 
feed odds! 

• Built in perm generator - complete vour coupon direct from the 
screen! 

» Fu Ify mierod rive compatible ? {Spectadra w only). 

* Com pati ble with Cu rra h M jcrospeech - the f i rst pools prog ram to 
read you its predictions' (Spectad raw only). 

Spectadraw 3 for the 43 K Spectrum £9.95 inclusive 

Amstra-Draw for the Amstrad CPC464., £9.95 inclusive 

(Cheques/P.0.5 payable to B. S. McALLEY) 

We dispatch ev&y Monday with the database made up to include all 
matches up to the date of dispatch. 

SPECTADRAW (DeptC U ), 1 Ctawteara, Chi nnor P Oxford OX94TD. 

(Tel: 0844^52426) 



CUT LOADING TIME DRAMATICALLY AND LIST YOUR 
WELCOM E TAPE WITH OUR WELL KNOWN 'SYCLOHE' PROG RAM. 

* t * * * 

TRANSFER YOUR PROGRAMS ONTO DISC WITH 
OUR EXCITING NEW PROGRAM, 'TRANSMAT' 

***** 

Always the first and the best software . offering more features ancf better value tor 
noney than other similar programs available. We also offer a fast reliable and 
friendly mail-order service. Look at just some of the features our programs offer. 

RSX. SYCLONE 

Copy and or convert your programs to toad in up to 4 times faster, 
Featijresinclude: 

+ COMMANDS AVAILABLE FROM BASIC 

+ CHC€EOF4LOADINGSPEEDS,1000TO«00B«JD 

+ COMPREHENSIVE HEADER READER 

+ LOAD AND UST PROTECTED BASIC PROGRAMS 

Cassette £6,95 inc. PSP 

TRANSMAT 

Transfer your software onto the Amstrad DISC system (DDI-1 ) 
Features include: 



+ FAITHRJLLYTRANSFER ALL PROGRAMS 
+ ADD RELOCATOR IF REQUIRED 
+ AUTO OR NON-AUTO MODES 
+ ERASE OR RENAME PROGRAMS 
+ COMPREHENSIVE HEADER READER 
Cassette £735 inc. P&P 

ZED IS II 

A comprehensive machine code editor and disassembler 

Features include: 

+ CONTINUAL MENU DISPLAY 

+ BREAK PGNT INSERTION 

+ REGISTER INSPECTION 

+ HIGHSPEED HEX.GODE/STRING SEARCH 

+ HEX.O0DB3TRING INPUT 

Instructions included to disassemble the ROMs. 

Cassette £6.95 inc. P&P 

PRINTER PAC 1 

A printer enhanoemen: program for the DMP1 and Epson compatible 

printers such as the Shinwa CPA80, and Epson RXB0. 

Features include: 

+ SCREEN DUMP IN ALL MODES 

+ 2 SlZESOfDUMPFOR EPSON COMP. PRINTERS 

+ TB(T DUMP IN ALL MODES 

+ 3 NEW TYPE STYLES FOR TH E DM P1 

+ ABRB/IATED CODES TO PRINTER 

CassetteE4.95inc.P&P 

'SPECIAL OFFER* 

WORTH £3.96 

Buy more than one title and get a cassette containing a real tirre 
d igrtal alarm c lock FR E E (whi le stocks last) 

PRIDE UTILITIES (CP4) 

7 Chalton Heights 
Chalton Luton 
Beds LU4 9UF. 

Europe- ADD £1pertitfe Rest oF worU - AOD£i .50 per iltld 
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PROGRAMMING 



Machine Code Hex Dump 



Zl 09 90 11 00 90 01 00 33 

03 ED H C9 C5 D5 15 F5 DD 

CD FC BB Fl CB 7F 20 13 F2 

D6 Z0 38 flF 16 00 5F 21 D3 

31 28 19 6E 26 FF 5ft EB 4D 



1?B 



8018 
8fl20 



Hex Loader 



* he-a Loader 
— - 



i 

— * 



10 f EN 
20 REM 
39 REN 

58 GG5LI0 27# 

61 INPUT "Load address :",addr 

79 lin$= r,HI 

WHILE Lin*o n W 
?0 PHINT HEX*<addr,4»;":";:LINE TNFUT L 

fltf 

100 Lifii=UPPERiU1ftS) 

110 thk=0:oldaddr=addr 

110 FOR 1*1 TO LEWCLinU ST£P 3 

'5B i*MlDSain*,a,1) 

HI LI*IUDJ(HnJ,<i + 1),n 

150 «M5C<»*) 

iaa L=Rstus) 



IF 1>I2F AND «<43A THEN 1M-S30 ELS 
E IF i>*4( AN* n<t47 THEN ■=■137 EL 
SE PRINT "error",** 

IF L>*2F AND K13A THEN l-L-139 ELS 
E IF U*40 AND L<i47 THEN L-L-437 EL 
SE PRINT "error" A* 

IF *=LEN(Lin*)-1 T WEN GOTO ?40 
chK = C chk+byt) NOD 256 

poke addr,brt 
addr-add r+1 
NEXT a 

IF thfcohyt THEN PRINT "Cheeksui Er 
ror - retype line" :a-LEN( Liti*) :addr- 
a idatid r 
260 WEND 

270 ------ ' — J 



fit 



190 

290 
210 

230 
240 
250 



liich U start Loading the code 11 
310 PRINT'THm* is taken as i decitaL vaL 

ue - to use hex, prefix hi tti E. M 
361 PRINT 

370 PKlNVThen enter Lines of bytes, tac 
h saturated by a space, the fineL" 

380 PRIHT"one being the cheeksui far lha 
t Line." 

390 PRINT 

400 PRINT"e*ai0le:- M 
£10 PRINT 

420 PRI NT M load address:4B00fl lc 

4)0 P&INT n 8000:fll 92 03 04 0A pfhpf 

e ii the checksum}" 
440 NtlHT"MI4: etc. 11 
^50 PRINT 

460 PRINT"If an error occurs, ' Checksum 
Error - retype Unt' will be printed 



210 Instructions - can be fitted, j 

ust put ft 
in '* 560 RETURN 
+ 

m >* 

. — .*« 

310 PRINT/" Ra chine code Loader" 

320 PRINT," ======= ^=== ======" 

339 PRINT 

340 PRINT"When asked, input addresa at v 



470 


piRIHT 






4BB 


PRINT 


Hl example 






PRINT 








PRINT" 


899M1 02 03 04 


01 01 01 37" 


5*0 


PRINT" 


Checksum Error - 


retype Line 1 " 


:■ n 


PRINT" 


3000:01 02 03 04 


fl T m 91 0C 




PRINT" 


8007: etc." 




141 


PRINT 








RETURN 







Listing 3 

SYMBOL AFTER 32 

start=HIM£M+1: tode=s tart+760 :base=c cdE+40 

032 SYMBOL 12,0, 0,0, 0,0,0, 9, 9:D*TA 2 

033 SYMBOL 33,1 20,1 28,1 20,1 20,1 28,9,1 28,9: &M A 1 

034 SYMBOL 34,160,160,169,9,9,9,0,0: &AT A 3 

035 SYN&OL 35, 96, 96, 249, 96, 249, 96, 96, 0:DATA 4 

036 SYMBOL 56, 64, 224, 192, 224, 96, 224,64, 0;DATA 3 

037 SYMBOL 37, 160,160,32,64 ,128,160,160 ,0:0ATA 3 

038 SYMBOL 38,64, 160,160,64,176,160,88,0 :DATA 4 
939 SYMBOL 39,64,64,128,0,0,0,0,0:0*™ 2 

liil SYMBOL 40,64,120, 128, 128, 128, 128, 64, 9:DATA 2 

041 SYMBOL 41, 128, 64,64,64, 64,64, 123, 9:&ATA 2 

042 SYMBOL 42,9,144,96,249,96,1 44,9,0; D ATA * 

043 SYMBOL 43,9,0 ,64,64,224,64,64,0: DAT A 3 

044 SYMBOL 44,9,9,9,9,B,64,64,128:DATA 2 

045 SYMBOL 45 ,0,0,0,0,224,0,0,0 ;DATA 3 

046 SYMBOL 46,0,0,0,0,0, 128,128,0: DATA 1 
1*47 SYMBOL 47,32,32 ,64,64,64,128,1 28,0 : DATA 3 
04* SYMBOL 48, 96, 144, 176, 240, 200, 144,96, 9:DATA 4 
049 SYMBOL 49, 64, 192, 64, 64, 64, 64, 224, 0I&ATA 3 
05B SYMBOL 5S,64, 160,32, 96,1 2S,123, 224,0: &AT A 3 

1051 SYMBOL 51, 64, 160, 32, 64, 32, 160, 64,0: DATA 3 

1052 SYMBOL 5 Z, 32, 32,6 t,64, 160, 224, 32,0; DAT A 3 

053 SYMBOL 53,224, t 2ft, 192,32,32,160,64,0 : DAT A 3 

054 SYMBOL 54,64, 160, 128,192,160,160,64,0 : DATA 3 
1055 SYMBOL 55, 224, 32, 32, 64, 64, 64, 64, 0:D m 3 
1fl56 SYMBOL 56,64, 160, 160,64,160,160,64,0 : DAT k 3 

957 StMBOL 57, 64, 160, 160, 96, 32, 16 ft, 64, fl : D AT A 3 

058 STMBOL 50,0,0,1 28,1 28, ft, 12S,12B,fl:D ATA 1 

059 SYMBOL 59, (1,0,64,64, <}, 64, 64, 125: &AT A 2 

060 SYHBOL 6fl,B,32,64,12B,64,32,0,0;&AT A 3 

061 SYMBOL 61 ,8,0,0,224,B,224,0,0:DATA 3 

062 SYMBOL 62,0, 128,64,32,64,128,0,0 ; DA TA 3 
1063 SYMBOL 63,64, 160, 32, 96, 64,0, 64, 0:DA TA 4 

064 SYMBOL 64,96,144,176,176,176,128,11 2,0:DATA 4 

065 SYMBOL 65, 64, .224,160, 160, 224, 160,16 fl,fl:DATA 3 

066 SYMBOL 66,192,160,160,192,160,160,1 9 2 ,fl: DATA 3 
W7 STMBOL 67,64,160,128,128,12B,16fl,64,0:&ATA 3 

1968 SYMBOL 6*,192, 160, 160,160, 160,1 6fl,1 92, fl; DAT A 3 
06? SYMBOL 69,224, 1Z8,12fl, 192, 128, 128, 2 24,0:DATA 3 
879 SmOL 7fl, 224,120, 125,192^128, 128,1 2S,9:^ATA 3 



1071 


SYMBOL 


1072 


SYMBOL 


1973 


SYMBOL 


1074 


SYMBOL 


1075 


SYMBOL 


1076 


SYMBOL 


1077 


SYMBOL 


1078 


SYMBOL 


1079 


SYMBOL 


1000 


SYMBOL 


1081 


SYMBOL 


Tfl02 


SYMBOL 


1083 


SYMBOL 


1984 


SYMBOL 


19B5 


SYMBOL 


1986 


SYMBOL 


1037 


SYMBOL 


1B8B 


SYMBOL 


1989 


SYMBOL 


1090 


SYMBOL 


1091 


SYMBOL 


1092 


SYMBOL 


1093 


SYMBOL 


1094 


SYMBOL 


1095 


SYMBOL 


1096 


SYMBOL 


1397 


SYMBOL 


1098 


SYMBOL 


1099 


SYMBOL 


1100 


SYMBOL 


1101 


SYMBOL 


1192 


SYMBOL 


1193 


SYMBOL 


1194 


SYMBOL 


1105 


SYMBOL 


1106 


SYMBOL 


1107 


SYMBOL 


1108 


SYMBOL 


1109 


SYMBOL 


1110 


SYMBOL 


1111 


SYMBOL 


1112 


SYMBOL 



71 , 64, 160, 1 28, 128, 160, 160, 96,0: DAT A 3 
72, 160, 160,l6i), 224, 160, 160,1 60, fl: DATA 3 

73.120.128.128.128.128.120.1 2B,fl: DATA t 
74,96,32,32,32,32,160,64,fl:D ATA 3 
75,160,l6fl,192,192,160,16fl,1 6fl,fl:DATA 3 

76.120.120.128.128.128.128.2 24,0:DATA 3 
77,144,240,240,144,144,144,1 44,0:DATA 4 
7fl, 169,224, 224, 160, 16fl, 169,1 60,0:DATA 3 
79,96,1 44, 144, 144,144,1 44,96,9: DATA 4 
0fl, 192, 160, 160, 192, 120, 128,1 28,0:0ATA 3 
81,96,144,144,144,176,176,11 2,0;DATA 4 
82, 192, 160, 160, 192, 192,169,1 60,0:DATA 3 
83^ 64, 160, 128, 2 2 4, 3 2, 160, 64,0; DATA 3 

84, 224, 64, 64, 64, 64, 64, 64, 0;D ATA 3 
85,160, 160, 16fl,16fl, 160, 160, 2 24,0:DATA 3 
86,160,160,160,160,160,224,6 4,0;DATA 3 

87.136.136.136.168.168.248.8 0,0:DATA 5 
88, 160,160,64,44,64, 160,160,0: DATA 3 

89. 160. 160. 169. 64.64.64.64.9 : DAT A 3 
90,224,32,32,64,128, 128,224,0: DATA 4 
91,192,120,128,128,128,128,1 92 ,ft : DATA 2 
92,128,1 28, 64, 64, 64, 32, 3 2, fl: DATA 3 
93,192,64,64,64,64,64,192,9: DATA 2 
94,64,224,160,0,0,0,0,9: DATA 3 

95, 9,0,9, 0,0,0, 224, 0:DATA 2 
96,32, 89,64,224, 64,64,249,0: DATA 4 
97, 0,9, 96, 160, 160, 160, 11 2,0: DATA 4 
98,128,128,192,160,169,160,1 92,0;DATA 3 
99, 9, 9, 64, 160, 120, 169, 64, 0:D ATA 3 
199, 32, 32, 96, 160, 160, 169, 96,0: DATA 3 
Tfl1,9,0,64,160,224,128,96,0:DATA 3 

102,64,160,128,192,128,128,1 28,B:DATA 3 
103,0,9,96,169,169,96,12 ,192 : D ATA 3 
104,128,128,224,160,160,169,160,0: DATA 3 
105,0, 128, 0,12 8,1 28,1 28,1 20,0 : DATA 1 
106, 0,64, 0,64, 64, 64, 64, 128:D ATA 2 
197,128,128, 160,192,192,169,160,9: DATA 3 
1fl8, 128, 128, 128,128, 128, 128,1 28, fl: DATA t 
199,0,0,80,168,168,136,136,0 : DATA 5 
1 19,0,9,192,160, 160, 160, 160,0: DATA 3 
111 ,0,B,64,16fl,160,160,64,0:DATA 3 
'^,9,0,192,160,160, 192, 128, 128;MTA 3 
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Printer Profile 



The Dyneer DW1B £378.35 r.r.p. 




With a printer there are many things to consider; 
price ? noise level, print quality, speed and features. 
These factors tend to work against one another. A 
cheap printer is quite likely to produce poor quality 
print. The DW16 favours print quality. It may be 
fairly cheap for a daisy wheel printer, but it is very 
slow, the 16 in the name stands for an optimistic 16 
characters per second. It is a quiet printer but it lacks 
many of the features which are now considered 
normal. In the bi-directional mode the printer is not 
capable of underlining or producing bold print. To use 
these features you need to flick one of the easily 
accessible switches and this results in the print speed 
being greatly reduced, 

Despite the lack of insulation within the plastic case, 
the DW16 is very quiet, partly due to the low speed, 
This means that it is quite possible for you to print a 
letter and watch television in the same room If only 
the same could be said for some dot matrix printers. 
The quality is good, using a multistrike carbon ribbon 
the text is well defined and clear. The ribbons are not 
cheap and the rate of consumption is high 3 so unless 
your main requirement is letter writing p this is not the 
printer for you* For producing 1 i stings the DW16 is too 
slow and expensive to run. 

The paper feed is friction only, like a typewriter. This 
means that headed note paper can be used but has the 
drawback that it is difficult to use pre-printed 
computer stationery or a roll of labels. At this price one 
cannot be too fussy and the DW16 has proved over a 
time of several months to be a strong, reliable 
workhorse, 

Amstrad DMP-1 £199.95 r.r.p. 

Based on the Seikosha GP50O, the DMP-1 is a 
reasonably fast dot matrix printer. However in order 
to favour the price, it lacks top quality and features, 
and is noisy. The image is produced by a 5 x 7 



matrix of needles which plot out the characters. This 
scale means that there are no descenders, so the p's, q's 
and g's are not ideally formed. 

Given that it is the official Amstrad printer I was 
disappointed to find that it was not capable of printing 
the entire character set. Commodore produce a version 
of the DMP-1, called the MPS801 and this is capable of 
producing the entire Commodore 64 character set 
(which isn*t too exciting, nevertheless). 

The ribbon is of the non-messy cartridge type, It uses 
a small endless loop of fabric which is kept inked by a 
felt-pad device* This works well when the ribbon is 
new but soon fades to a mediocre level and then takes a 
while to drop off until it is bad enough to need 
replacing. It can prove very difficult to buy a ribbon 
locally, so a stock is a worthwhile investment. 




However at only £199.95 including the printer 
connecting lead, there is not much scope for complaint. 
The DMP4 is OK for listings and will produce an 
adequate screen dump s but it is not up to near letter 
quality use. The tractor feed ensures accurate paper 
alignment, and is stronger than most - but the DMP- 1 
has stiff competition these days. 

Brother M-1009 £199.95 r.r.p. 

The Brother M-1009 is A smart looking impact 
dot-matrix printer t quieter than some and printing at 
50 c.p.s. Friction feed and a Centronics interface are 
supplied as standard, with tractor feed and an RS-232 
in terface a vai lable as opti o n a 1 e x tr a s 

I liked the look of the printer, it is very neat and 
compact, measuring 330mm x 190mm x 70mm } 
slightly larger than a page of this magazine, and so 
will easily fit in a brief-case for transportation 
between home and work. 

The only minor niggle is the position of the On/Off 
switch. This is on the lower front edge, and is easily 
knocked into the off position by manuals or program 
books. Conversely, the internal DIP switches which 
select various functions such as page length and 
international character sets are accessible by 
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removing the lid and delving into the bowels with a 
blunt instrument. You don't have to dismantle the 
machine, let alone remove the paper to get to them. 

The user manual is about par for the course, a quaint 
blend of English words and Japanese grammar. There 
are plenty of examples to show off the features of the 
machine, slight changes are needed to make the 
examples work on the Arnold, e.g: . 
PRINT 8, CHR$ ( 1 5) instead of LPRINTCHR$(15) 
to switch on the condensed print mode. 




The Brother is very good value for the price, 
including many Epson type features: four 
international character sets (English , American, 
French and German ) 7 four typefaces (Pica, Elite, 
Condensed and Italic) which can be enlarged or 
emphasised* also underlining, super and subscripts 
and graphic printing modes (for screen dumps) are 
supported. 

A PL-1 printer lead will be needed to connect the 
printer to the Arnold, The lead to pin 14 needs to be cut 
in the time honoured Amsoft fashion, to stop extra line 
feeds being sent to the printer. All in all very good 
value for money in a reasonable, light application. 

Kaga/Taxan KP810 £299.99 nr.p. 

As far as the home computer field is concerned, there 
is only one way to split the printer market 
-Epson-compatibles and the rest. Epson were the 
leaders with their range of cheap and versatile dot 
matrix printers, and the Epson FX-30 established the 
industry standard at this level > 

As with any other product which achieves such a 
market dominance, other manufacturers decided that 
the best course was to make their printers 
Epson-compatible, and if they could add extra features 
at a lower price, so much the better. 

With their Taxan range, Kaga Electronics have 
succeeded magnificently. The KP-810 is functionally 
equivalent to an Epson FX-8Q, and obeys all of the 
standard Epson control codes. Its standard typeface is 
identical to the Epson, too. It is neatly styled and 
robustly built, with clean lines to its cream plastic 
casing, and the controls are all easily accessible 
(except the on/off switch, which is placed around the 



right-hand side to prevent any accidental knocks), 

The tractor feed mechanism is easier to load (the 
paper pin holes drop onto the tractor sprockets, as 
opposed to trickier printers which require you to feed 
fanfold paper under the sprockets), yet a current 
advert shows a computer dealer selling the KP-810 for 
£242, while the FX-30 costs £3 16 from the same source 
(both prices exclude VAT and postage). 
If this was all there was to the Kaga, it would be a 
good buy. But there are a numbeT of additional 
features which make it unbeatable value for money. 
On the hardware front the KP-810 offers a built-in 3K 
buffer and an acftustable width tractor feed to cope 
with most widths of paper. The buffer means that 
short pieces of text can be dumped quickly into the 
printer, letting you get on with other tasks at the 
computer while the printer churns out the text at its 
slower rate. (The advantage of a buffer is reduced with 
larger amounts of text because the buffer is full for 
most of the printing cycle). 

The other exciting extra is the inclusion of a Near 
Letter Quality (NLQ) typeface, This can be selected 
using a control code sequence from the computer, 
whereupon all printing takes place at half the speed 
but in a very stylish font quite different from the 
normal boring dot matrix look. NLQ is a waste of time 
for listings, but gives correspondence a very classy 
appearance. It's possible to obtain extra ROMs for the 
Kaga which provide alternative fonts, or you can add 
8 K of RAM so that a number of user-defined fonts can 
be downloaded from your computer. 




Nice though the Kaga printer is, I do have one major 
criticism that concerns the placing of the DIP switches 
which control the various control modes and allow you 
to customise things like start-up font and buffer size. 

On the Epson printers these are readily accessible 
under a small panel on the top of the casing. The 
Kaga's design means you have to practically 
dismantle it to get at the switches! It's necessary to 
pull out the paper feed knob, remove the ribbon 
cartridge p undo several screws at the front and rear 
panels and take off the whole top cover, This is plain 
daft! Nevertheless, taken overall the Kaga KP-810 is 
nothing less than an excellent buy. Recommended. 
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CENTRE COURT 




You CANNOT 
be serious! 



A most 

accomplished 
tennis game for 

the CPC 464 for 
only £8.95 






AMSTkaD 



Serve yourself another ace from Amsoft! 



The Joy of Sticks 



A good joystick is a must For those of 
you considering spending long hours 
hammering at the CPC464 playing 
arcade games. As the most immediate 
connection with any game that you 
play, it is worth taking the time and 
trouble in choosing the 'right 1 one for 
you, They come in many shapes and 
slws and faced with a large selection, 
the task of choosing just one can be 
rather daunting, So for this reason we 
have put a number to the test with the 
CPC464 together with some of our 
toughest games. 

So what type *>f joystick is compatible 
with the CPC464? Almost any joystick 
with a standard 9 pin D connector is the 
answer to that, but of course there are 
always exceptions to any rule. The 
joystick port on the C PC 464 is located 
on the left hand side at the back of the 
computer so having chosen the most 
suitable one for you, just plug it in and 
keep your fingers crossed that you have 
chosen the best possible weapon 
agai n y t those ever i n creasing i nvaders . 

We tested our joysticks with a good 
tough and lively game; after all, the 
main objective of using any joystick is 
to obtain increased speed and accuracy 
when trying to shoot down stubborn 
aliens! A joystick must also be robust, 
and nothing is more frustrating in 
finding that the stalk of your faithful, 
old (and sometimes new!) joystick has 
just snapped off whilst in the middle of 
a particularly hectic chase around the 
screen,,. Maybe even more frustrating 
to a connoisseur games player is a 
consistently sluggish firing buttoti s 
that refuses to acknowledge your 
efforts however per s btc nt . 

So what exactly do you look for when 
trying to find the perfect joystick? It is 
a matter of personal preference as far 
as the shape of the handle is concerned. 
Some users prefer to have a stalk with 
round ball attached , some prefer a 
more conventional moulded hand grip 
whilst others prefer to choose from the 
many other shapes available. 

The most important considerations to 
take into account though are the speed 
and response of the fire button, the 

Amstrad User April 85 



sensitivity of the stalk, durability and 
the general feel of the joystick when in 

use. 

We are pleased to report that all of the 
joysticks reviewed ahead managed to 
hold up quite well against the 
excessive battering that they were 
given. 




Anyhow for more details, read on.,,, 

Amstrad JY-2 

Supplier: AM SOFT 
Brentwood Hou&e, 
169 Kings Road, 
Brentwood, Essex. 

Price,,, „ £14 95 

Cable Length (ft) 4% 

No. of Fire Buttons 2 

For those of you considering buy- 
ing an AMSOFT joystick. The JY-2 
replaces the existing J Y-l, The main 
difference between the two being the 
size and the addition of a second firing 
button on the new 'stick, 
The JY-2 has a smaller base making 
it easier to hand hold and the four 
sucker feet on the base make it suitable 
for table use too. 

We found that the restrictive 
movement of the grip was a bonus 
resulting in a sharp and positive 
response, 

The fire buttons are well placed both 
at the top of the handle grip and at the 
side on the front, making it possible to 
try for even those most difficult of 

shots. 

One of the best features of the JY-2 is 
the built-in socket for the addition of a 
second joystick, This feature was made 

popular by the JY-1 
and it seemed appro- 
priate to offer the 
facility for the se- 
cond time around. 
On the whole, the JY- 
2 is a good all-rounder 
though perhaps a litt- 
le expensive and not 
quite as robust as some 
of the other joysticks. 



They demonstrate a fair representa- 
tion of the types and varieties that are 
currently available and should give 
you a good idea of the kind of perform- 
ance you can expect to obtain from the 
average joystick. 



vjpcod of Response ^dini h+hPFF 

Durability ♦ - *** 

EaseofUse *** 

Value For Money **** 
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Wico Red Ball 

Supplier; CGL, CGL House, 
Goldings Hill, Loughton, Essex. 



' i ■■ ■■ ■■ "HHH I thhrrrrriia •£ 2 4 i 9 5 

Cable Length (ft) „ H 5 

No . of Fire Buttons + 2 

As its name suggests this is a joystick 
with an arcade-style red ball handle 
grip mounted upon a long steel shaft. It 
has a solid and heavy base if rather 
large, making it more suitable for tab] e 
use rather than hand held. There are 
two firing buttons one on the top of the 
handle for thumb operation and one on 
the base for use with the other hand, A 
thumb activated lever switch on the 
base, allows the user to select which of 
the fire buttons he requires to use, This 
can get quite confusing if two players 
alternate at playing a game. 

The joystick reacted well to the tests 
that we put it through, although it was 
considered that the steel lever was 
rather springy and the ball handle grip 
difficult to hold in preference to a 
straight stick type. Sensitivity was 
good though, which was confirmed by 
th e high scores we ma naged to obtai n . . . 

As this joystick is solidly constructed 
it should withstand many hours of use. 

Speed of Response „. **** 

Durability + . **** 

Ease of Use , *** 

Value For Money ++ *** 

Wico - The Boss 

Supplier : CGL ( CGL House, 
Goldingg Hill, Loughton, Esmx 



Cable Length (ft) 5 

No. of Fire Buttons 1 

From the same manufacturer as the 
J Red Ball' and the Three Way Deluxe', 
this a cheaper version with only one 
fire button located at the top of the 
handle. It has a slighty smaller and 
lighter base than the others, but even 
so, more suited for table use, unless of 
course you have exceptionally large 
hands! The handle grip is comfortable 
if sited on a slightly wobbly stalk that 
rotates freely for those most difficult of 
shots. 
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Wico Red Ball 

We found that the joystick reacted 
well and had good rapid firing 
capabilities. Considering that thin was 
one of the cheaper joysticks that we 
tested, it performed well and was 
considered to be good value for money. 
(My favourite -Ed,) 

Speed of Response **** 

Durability , **** 

E ase of Use *** 

Value for Money „„ **** 

Wico TKree Way 
Deluxe 

Supplier: CGL, CGL House , 
Goldings Hill, Loughton, Essex 



^^rico -m h ++++++, tj^ / 

Cable Length (ft) , 5 

NOh of Fire Buttons „ 2 



Although similar in design to the 
Wico Red Ball, this joystick comes com- 
plete with 3 interchangeable grips 
which can be easily transferred off and 
on the steel shaft. Having received the 
joystick for review we found it fun just 
to try out all the poss ib i 1 i ties ! 

The base is the same as that for the 
Red Ball, making the joystick rather 
heavy but sturdy when placed on a 
table top, Certainly ideal for the user 
who prefers to play at a table. There are 
two firing buttons , one located on the 
top of each of the handles, and one on 
the left-hand side of the base. A base 
mounted slide switch activates the lire 
buttons enabling the user to choose 





The Boss 
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between the fire button on the handle 
activated on its own, or as an added 
feature, both of the fire buttons 
activated together This feature is 
perfect for those games which require 
an extra fast response, 
We liked the idea of interchangeable 
handles and found that sensitivity 
wasn't lost as a result. It is perhaps a 
little disconcerting to find that whilst 
in use, each of the handles have a 
tendency to rotate on the steel shaft at 
a moment's notice, 

A good robust joystick though, and 
definitely worth looking at if you can't 
decide which type of grip you prefer. 

Speed of Response **** 

Thirdhifi+u fc*^* 
FaqpfifTk* **** 

JLJ Clkjt Kf J K/ "JV hbfchllll4444 I I LLLLLLLL.........J ■ ■ ■ 

Value For Money 



joystick all the same. Well worth 
looking at for the price. 

Speed of Response 

Durability ** 

Ease of Use *** 

Value for Mon ey *** 




I 1 4 4 4 I < I 




Quickshot II 

Supplier: Spectra video Ltd, 
165 Garth Road, Morden, Surrey. 

Price £12.95 

Cable Length (ft) 4 

No. of Fire Buttons 2 

As the most f amous of the Quickshot 
joystick range, this joystick proudly 
displays the chunkiest handle of the 
selection that we tested. Even so T the 
handle grip is in fact very comfortable 
to use and the firing buttons well 
positioned on the top of the handle, 

There are four powerful sucker feet 
placed on the bottom of the base. It is 
noi recommended to position the 
joystick on top of the CPC464 cassette 
unit; you are likely to damage the lid. 




Quickshot I 

Supplier ; Spectra video Ltd. 
165 Garth Road, Morden, Surrey. 

Prirp £9 % 

-L X> J. Lru ■■■■■■■!] i i i i i i i i i i i ■■■■■■■■■■■■■■ r i ririini ■wrf i LF 1-r 

Cable Length (ft) 4 

No. of Fire Buttons .44,, 2 

If you are looking for an average sized 
joystick that is good value for money 
then this is perhaps the one for you. 
Although not the most durable of the 
joysticks that we tested, the Quickshot 
1 was one of the most precise, and had 
the invaluable feature of two firing 
buttons, one located on the top of the 
hand grip and one on the left hand side 
of the base. 

The four sucker feet under the base 
prevented the joystick from wandering 
aimlessly around the table and 
encouraged a positive feel from the 
stalk, although unfortunately it didn't 
prevent a slightly sluggish response 
from the fire buttons. We liked this 



Wico - Three Way Deluxe 




Quickshot I 




Quickshot II 
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BIGGER 
STOCKS 



GARWOOD IS GROWING! 

(and you can reap the benefit) 



CHEAPER 

PRICES 



DISKS 


DYSAN 


3M 


MEMOREX 


BASF 


HITACHI 


Price per box of 10 


TPI 


1-4 




1-4 


5-9 


1-4 


5-9 


1-4 


5-9 


1-4 


5-9 


S/S S/D 


48 










15,60 


14,70 


14.60 


13.70 






O/4 D/S D/D 


48 


17.25 


16.20 


15.10 


14.20 


17.10 


1600 


17.60 


16,50 






48 


25.30 


23,70 


20.70 


19.40 


20.60 


19.30 


21.50 


20.20 






S/S Q/D 


96 


25.30 


23.70 


23.10 


21.80 


24.70 


23.20 


23.10 


21.70 






D/S Q/D 


96 


31.80 


29.80 


27.00 


25.30 


27.40 


25.70 


26.80 


2520 






S/S S/D 


48 






1680 


15.75 


19.80 


18.50 


15,20 


14.30 






8" S/S D/D 


48 


24.70 


23.15 


21.75 


20.40 


2080 


19.50 


20,00 


18.80 






D/S D/D 


48 


29.30 


27.45 


25.05 


23.50 


27.10 


25.40 


23,80 


22.30 






3" Compact (for the Amstrad Disc Drive) 




















36.00 


33.80 


37* Micro S/S D/D 


135 










41.80 


39.20 











Disc price* are exc. VAT but Inc. carriage. S/S = Single Sided D/S = Double Sided S/D = Single Density D/D = Double Defisrty Q/D - Quad Density 



RIBBONS supplied for most printers (including the Amstrad DMP1) Prices on Application 



LISTING PAPER (p!ain or ruled) Priced per 1 QO0 forrns 




1-4 boxes 


5*9 boxes 


10+ boxes 




irx&Vs" 


1PT 


GOgsm 


2000 


4.95 


4.80 


4.65 


L i sting Paper prices are 


irxBVa* 


2PT 


NCR 


1000 


14.45 


13.95 


13.45 


exc. VAT. Delivery free 


11"x9Va" 


1PT 


60gsm 


£000 


5.25 


5.10 


4.90 


with in 20 mile radius Of 


irxSVa" 


IPT 


70gsm 


1750 


6.00 


5.80 


5.60 


Brentwood. 


11"x9V 


2PT 


NCR 


1000 


15.80 


15.25 


14,75 


Carriage et Cost outside 


irxi4 1 // 


1PT 


60 gsm 


2000 


7.30 


7.05 


6.80 


this area. 



PRINTER OFFER - MT80 Matrix PrinterSO c.p.s. RRP £21 7 + VATOUR PRICE £1 99 + VAT 



COMPUTER COMPANIES formed with your choice Of name - £85 + VAT (NO EXTRAS} 



GARWOOD'S STATIONERY CATALOGUE - Full colour 224 pages - £1 .75 inc postage 




Garwood (WMumM Ltd 

46 Plovers Mead,Wyatts Green, Essex CM 15 OPS a Blackm ore (0277) B23747 



VISA 



j HARDWARE PRODUCTS from NORTHERN COMPUTERS 

* Northern Computers Ltd supply & service AMSTRAD, Apple, Apricot, BBC and IBM computer systems & peripherals 



THE AMSTRAD CPC 464 COMPUTER IN EDUCATION 
British designed 

4- Outstanding hardware features include: 

64K RAM memory , 32K ROM containing a high speed 
standard BASIC and the operating system, high 
quality Qweity Keyboard with numeric keypad, built- 
in datacorder, high resolution graphics, 27 colours, SO 
column text, 3 channel sound with stereo output and 
volume control, user port, parallel printer interface. 

* AMSTRAD disc drive system features include : 
*CP/M version 3.2, Dr Logo and AMSDOS which up- 
loads AMSOFT cassette programs to disc. 

THE AMSTRAD EDUCATION 
SCHEME OFFERS: 

(for bona fide education & training establishments only) 

^ Substantial educational discounts. 

* 1 year FREE hardware service contract 
4- Educational software lists for schools, 
4- Languages, utility, business and application 

software lists for higher education and training 
schemes. 
4 Future product information. 
4- Network development information. 

AMSTRfiD-S EXCLUSIVE * 12 FREE software ******* 

educational distributors: Tel: Frodsham (0928) 35700 

Northern Computers Ltd., Churchfleld Road, Frodsham, Cheshire WAG 6RD. 




northern 




:■:■!!■: — .-. 



lib 



Unfortunately, the rapid fire special 
feature of this joystick does not work 
with the CPC464. 

Otherwise, the joystick performed 
well and was very positive when in use. 
Again we would not recommend it for 
hand held use since the base is large, 
but the strong sucker feet make it a 
must for table use. 

Speed of Response **** 

Durability *** 

E SLse ot (b-~"^e ■■■ iiHitit+ppp 

Value For Money ........... 



"IN ^ 



Kempston Junior Pro 

Supplier: Kempston Micro Electronics 
Ltd, 

Singer Way , Woburn Road 
Industrial Estate, Kempston, Bedford, 

f^rxoe ■ ■ * * ■ ■ ■ ■ ■ » 1 1 * +++ * * * ■ ■ ■ ■ ■ ' ' ■ ■■ * ■■ j ■ ■ * * * * * ■ £5 99 

Cable Length (ft) .<„ +♦♦► 5 1 /a 

No of Fire Buttons 1 

A very small brightly coloured 
joystick that is recommended for small 
hands only, as it name rightly 
suggests... We disliked the feel of this 
joystick probably because our hands 
were too large to obtain a more positive 
result. The fire button is positioned on 
the base and rather oddly part of the 
main plastic moulding, making it stiff 
and difficult to obtain much control. 

The handle seemed sluggish and 
lacking sensitivity, but the sheer size 
of the joystick made it extremely 
suitable for hand held use. 





'"'Eri^r'"- "ft '' : "iiiiiliMffiSHS"v '<"< •'•'. '■:■:•"*". 




REVIEW 



- • — 



Get the children to try out this one be- 
fore decidi ng to buy . 

Speed of Response 

Durability 

Ease of Use .*. 

Value For Money 



i im^HH 



^ ^ ^ 



Kempston 

Competition Pro 5000 

Supplier Kempston Micro Electronics 
Ltd + 

Singer Way, Woburn Road Industrial 
Estate, Kempston, Bedford. 

Price m £13-50 

Cable Length (ft) 5 

No of Fire Buttons 2 

One of the best features of this 
joystick is its consideration for left 
hand users. There are two round 
arcade style buttons carefully 
positioned at the front of the base, one 
for right hand users and one for left 
hand usera We disliked the stiff feel of 
the rather short stalk although it was 
comfortable to hold having a round 




Kempston Comp Pro 5000 

knob at the top of the stalk. The 
joystick ha& an average sized base that 
was easy to use in the hand and on the 



We recieved a fairly good response 
overall but if used for long periods at a 
time the stiffness of the main stalk 
could be rather ti r i ng . 
Speed of Response 

Durability 

Ease of Use 
Value for Money .. 



<k ^ ^ 



iiiirfrrt-'"""" 




Kempston Junior Pro 
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GAME OF THE MONTH 



When they started out, Virgin Games 
got off to a shaky start, The software 
industry viewed with trepidation the 
idea of a record company setting up as a 
software house, Things were 
exacerbated by some of the early titles 
being pretty naff. Virgin soon earned 
itself a reputation for overpriced 
software. 

To establish yourself in the 
competitive world of games software is 
hard enough. Virgin have gone one 
hette r and cl imbed out of a rut . 

Sorcery is the most impressive game 
yet written for the CPC464. The 
graphics are second to none and the 
game plays well. 



i, 



$8 



Itirta U LITTLE LiTE* . 

m&t&t ^hx 



Th<; plot revolves around releasing 
your fellow sorcerers who have been 
trapped by the evil necromancer (a 
character you never see). Each sorcerer 
is trapped in a cage or behind a door of 
some kind. To release each one 
requires the use of a specific object, 
Finding which object releases which 
sorcerer is a matter of trial and error. 




Some objects have other uses* such as 
opening doors to locked rooms or 
killing one or more of the varied 
monsters. 

The pictures here show you how 
impressive the graphics are; the top of 
the screen is in mode 0 and the bottom 
in mode 1 . The full range of colours has 
been used to give the image brightness* 
depth and shading. The turrets look 
round, the water wet and the doors 
wooden. 

If any feature has been under- used it 




you cme oarsi^c tm costlg, 
ersefiay as/ 




is the sound. The game plays an 
excellent rendition of The Sorcerer's 
Apprentice' whilst displaying the title 
screen but the noises within the game 
are only gmd while the rest of the game 
is excellent. 

As if producing the best game the 464 
has seen wasn't enough, the 
programmers -known as 'the gang of 



five 1 - have re- written the tape loading 
system so that the game loads at about 
twice the speed of BASIC speed write 1. 



Cfltmirtw 0 s*ttc*tws won. 



flMKtfy 93* 



Virgin call this system TIashloading: 
However this system has a major 
shortcoming. It won't work on all 
machines. This is because they expect 
more of the tape deck than even the 
CPC464 datacorder is capable of. 
All in all Sorcery is excellent value for 
money. It combines the problem 
solving and the need to map of an 
adventure* with the dexterity and 
slickness of an arcade game. Enjoy! 

AUTHOR; Virgin Games 

.FC])I^^/4 .A.T, HHHH<hhhhhhhhhhhhhhhhhhhhhhhhh {[! assette 

PRIC-^j- ^, r , £8 -95 

GRAPHICS: ***** 

PLAY ABILITY; ***** 

ADDICTIVENESS: ***** 

OVERALL: ***** 



aoa ope in The cnareou. 
uim a sack or wis, 

envK-x* .... fw 
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If youVe looking for a fast and furious game to test 
your reactions, this could be it. The plot's familiar 
enough - as Mutant Monty, a little guy with a big 
hooter, you rush around each board collecting all the 
pots of gold and avoiding the nasties before you can go 
through the exit leading to the next of the 40 boards. 




The graphics make excellent use of the bright colours 
available on the CPC464, The rooms are 
imaginatively named and contain a bewildering 
variety of moving objects which will cost y<m one of 
your five lives if you bump into them. There are 
bunnies, a computer, drops of slime (yuk!) and more. 
Dodging these sprites, which are all moving in 
different directions at different speeds, requires 
earefiil timing. 

The choice of keys is poor and takes some getting 
used to. (Why don't all games allow user definable 
keys?* Press a key once to start Monty moving; keep it 
pressed and he speeds up, so be careful you don't go 
charging into the back of a baddy. 



*4 



» £& St* 5? i s 

i,i i 



SCORE : 



HIGH : 
1170 



tonus 

mm 



LEVEL 2: THE PITS OF FRIftftEUnL 5LZMC 



The Keys 1 7 2 and 3 have undocumented functions. FU 
let you experiment, but youll be glad to know that one 
of them shuts off the incredibly boring music. 

A nice touch is the demo mode which shows a 



variable selection of the dangers you have to pass 
before you get to the damsel waiting to be rescued at 
the end. 

Overall an excellent game, but oldies with slow 
reactions who can't pass the first few screens may 
prefer to stick with games like Roland in Time where 
they can choose different starting points. 

AUTHOR: AMSOFT/Artic Computing 

FORMAT: „ Cassette 

PRICE: ^ ^ £8.95 

f^TJAPHTPS **** 
PT AY A RTF TTY- *** 

■L J- JTL-U-I. J— J J. J- -L - Mip + |tf lt»fttlf l + l + Itl+l + 14 K MFi hi ■ir'f ri h + 

ADDICTIVKNKSS: _ *** 

OVERALL: « **** 



Cubit 

Cubit is the computerised version of 'Space Lines' 
which is a 3 dimensional game of 4 in a row. Playing on 
four planes certainly encourages you to think 
strategically, looking at each event from every angle. 




The object of the game sounds easy enough, (just place 
four of your pieces in a row either on one plane or from 
top to bottom), but is more difficult than it first 
appears, especially when you're playing against the 
computer. 

The game can be played equally well using colour or 
green monitors, and with the cursor and copy keys 
acting as the joystick. 

Once the program is run, the screen offers the choice 
of one player against the computer, or two players. 
When the one player option is selected you can play 
either first or second. The cursor is moved round the 
platforms or planes using the joystick, and the fire 
button is used to change the direction of movement or 
to place the piece in the selected location. About a 
minute's practice and it comes naturally, When 
playing against the computer the responses are very 
fast and seem to be made almost as soon as your last 
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piece has been placed. 

When you win a game (ok, so I cheated and played 
myself) the screen displays the capital letters so you 
can enter your name in the hall of fame, provided your 
score is greater than those already there. To enter a 
name, use the joystick to move the cursor under the 
character you want and press the fire button. This 
reviewer had a challenge trying to enter a name; the 
trick here is in the last three characters of the display. 
The square is used to enter a space, the arrow to delete 
a character, and the copyright symbol to enter the 
name. 

AUTHOR AMSOFTYMr Micro 

FORMAT Cassette 

PRICE , £8.96 

GRAPHICS *** 

PLAYABILTTY **** 

ADDICTIVENESS **** 

OVERALL *** 



Splat 

This nicely presented game has the player 
attempting to control a spider-like creature called 
Zippy through a complex maze which is continually 
scrolling in one of four directions. 




You must avoid being crushed to death by the 
enclosing walls formed by the graphics window. 
Various goodies such as grass and plums are to be 
consumed en route and a timer controls entry to the 
next level of difficulty. Each level has additional 
hazards such as streams and mysterious letters. The 
demonstration mode provides beginners with a clear 
understanding of the game strategy. 

The game can be played with either joysticks or 
selectable keys; both versions are demanding tests of 
co-ordination. Zippy can move up, down 3 left or right 
and the additional pause control allows time for route 
planning. 



Despite imaginative lettering in the title and option 
screens^ and a wide range of objects to devour or avoid 
as levels progress, the game suffers from a limited use 
of sound effects. The animation also lacks variety as 
only the central character moves within the maze. 
Essentially this is a game for those who enjoy a test of 
reflexes. 

The cassette will load with a disc-drive connected and 
users with a variety of monitors and televisions will 
appreciate the option to alter the screen background 
colour, 

AUTHOR: AMSOFT/Incentive software 

FORMAT: Cassette 

PRICE: £8.95 

GRAPHICS: *** 

PLAYABILTTY: **** 

ADDICTTVENESS: **** 

OVERALL: **** 



Laserwarp 

Yet another megalomaniac master intent on 
conquering the galaxy and there's only me h ere to stop 
him! Ho Hum, no rest for the budding saviour of the 
whole world. Let's see now: Z for left, X for right and 
shift for fire. Seems simple enough, and, after the 
unmirthful Master vents a screenful of his spleen on 
me and tells me which blobs to shoot and which to 
avoid, off I go into worlds of Interstellar Pogos, 
Whirling Dervishes, Gal actic Spiders and the like. 



O Ft E -OO 3 V 80 AJL 
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The zapping and the dodging goes on to what sounds 
like the incessant whining of galactic puppies together 
with the crack of a galactic cap pistol whenever I strike 
a blow for humanity, Splat the whatever-they-are on 
one screen and I gradually win the grudging respect of 
the Master (which he shows by sending more of his 
minions after me). These get splatted and I face 
another tirade from the Master (and maybe get my 
name on the score table). 
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The aim is to battle through nine screens of this and 
finally to do battle with the Master on screen ten (I 
think he's the one who looks like a clown sitting in a 
cup and saucer). Alternatively, I can choose to go 
directly to one of the lateT screens for a practice run 
(although I miss the Master's gems of wit by doing 
this), If I manage to defeat the Master he rises like the 
phoenix and I am condemned to eternal repetition of 
my task. Don't think 111 bother. 

Nat a game which pushes the AMSTRAD to the 
limits of its capabilities - nor the player. 

AUTHOR; t. „ AMSOFT/Mikro-Gen 

FORMAT: „„„_ - - Cassette 

PRICE: m £8.95 

V, J J. IUjT\ L J. J.J-'_-'lJ ■ ■ ■ ir i ■■riririritlnltllHfHM^wi 

PT AYARTLFFY- 

ADDICTIVENESS: ** 



Star Commando 

Star Commando is for enthusiastic zappers of alien 
ships and blasters of space mines and meteors. As you 
stare down the fixed sights of your laser gun at the 
galactic pilots zipping haphazardly around you, (an 
effect partly dependent on we rookie pilots lurching 
about space) you will have little difficulty accepting 
the producer's claim that the use of machine code 
results in fast action* I had no hesitation in passing it 
to my seven year old son foT a more authentic test 
flight. 



are good but not exceptional , and the colour 
combinations used give fairly good clarity on a TV 
screen. Your only help, a mother ship, tike the enemy, 
can be difficult to find because of faulty sensors, which 
add an element of chance to proceedings, 

Our most experienced typist took to the keyboard but 
found the key combinations awkward, and soon 
returned to the joystick, whose action is much more in 
keeping with the game's format. Come to think of it, I 
would not want a group of hooked youngsters 
pounding the keys in search of the score sufficiently 
high to reveal the codeword to claim their Star 
Commando wings, 

AUTHOR: AMSOFTfTerniinal Software 

FORMAT: k „„„„ ™ Cassette 

PRICE: „ h ^ £8.05 

UlUU M. LL%JtJr iirirlniiintirltiiTi ..-r.-r.-ri r.-i.-r.-rrir-iri .. ■ m. . m . * r ■ 

PLAY ABILITY: „„ ** 

ADDICTIVENESS: , > ** 

OVERALL: „ , ** 



Xanagrams 

Xanagrams is an educational game aimed at 
children. It is based on a mixture of Anagrams and 
Crosswords which forms a kind of Scrabble game, but 
the computer chooses the words from its 4,000 word 
dictionary. 





After half a dozen frustrating attempts, not helped by 
the fact that the relationship between the scoring 
system and the pattern of events is not explained very 
well on the packaging (and is a bit difficult to sort out 
when playing) s he began to come to terms with it, and 
soon had the rest of us reaching for the volume control. 

The opposition appears in seven guises, variously 
located in sixteen sectors of the galaxy. The graphics 
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Move cursor 


A -2 


Guess letter 


1 


Reveal letter- 


3 


End the gane 


5 


Sound on/ off 



It has 3 skill levels, the last one for parent and 
teachers. You can attempt up to 5 words at once, this 
factor also makes the game harder. Don't despair if 
you get a little stuck, as there is a help button which 
reveals a letteT but for the loss of points. You score 30 
points per correct letter and a lose 5 points per 
incorrect answer. 

The game is very playable and challenging; it has an 
addictive quality which should keep a child happy as 
well as making it interesting for the teacher or 
parents. My only criticism of this game is that it has no 
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graphics to brighten the program up, and sound is 
used very blandly, but overall a very enjoyable game. 

AUTHOR: Amsoft/Dean software 

FORMAT: Cassette 

PRICE: t». t .tM. + MM^H^iM^;..„ — ■ ----- £8.95 

GRAPHICS: N/A 

PT AYARTT TTV- 

ADDICTI VENE SS: *** 

OVERALL: . *** 

Codename Mat 

Codename Mat is a program guaranteed to have you 
hunched over your Amstrad keyboard for hours on 




end. A welcome conversion from the Spectrum by 
Micromega, it depicts space warfare on an epic scale, 
as you battle to save Earth from the deadly Myon 
invasion fleet. 

The scenario itself is slightly daft. In a plan known as 
MAT -Mission Alien Termination- the combined 
tactical skills of all the planetary leaders in the solar 
system have been implanted in the mind of a teenager, 
who has been sent out into space in a prototype craft to 
challenge the aliens. It's probably best to forget this, 
and remember that it is you against everything else 
that moves, then get on with the game. And what a 
game! The Myons start at Pluto and head through nine 
sectors on their way to Earth. Using your tracking 
computer and scanners s yon have to locate the 
fast-moving enemy and annihilate the fleet before 
youT planet is destroyed. Combat is depicted in superb 
three-dimensional graphics with excellent sound 
effects, and what makes this game extra special is the 
intelligence shown by the aliens, who adopt different 
strategies in their attacks upon your ship. 

If you get low on energy you will have to dock with a 
planet to refuel. This can be a tricky manoeuvre, but 
don't worry if 'Collision alert' flashes up. You will just 
have to blast the planet out of the way and try 



again somewhere else. You can't be squeamish about 
these things when the future of the world is at stake! 

Strategy plays an important part in the game, If you 
choose, you can control the two planetary defence 
fleets in each sector from your ship, and you also have 
to decide the right moment to admit defeat in a sector 
and retreat to the next. 

Codename Mat takes hours to play, so a Save option 
would have been useful, and I was also disappointed at 
the uninspiring end to the game when, after a titanic 
struggle, the Myons were finally defeated, But these 
are minor criticisms of what is otherwise an excellent 
game which you will come back to again and again. 

AUTHOR: AMSOPTMkromega 

FORMAT: ,„„ Cassette 

PRICE: £8.95 

GRAPHICS: ^ - * **** 

PLAY ABILITY: w „. , w **** 

AnntPTfVPNFF 1 ^- **** 

IlUI/ 1 «_■■ 1 1 T Lf L 1 1—f k J kJ • mi mm rm r mi .-p.. mm r m ■ ■ r m * m i ■.t.t.i-.. i. nar.i-.-i.Fr 

OVERALL: " k ■ **** 

Sultan's Maze 

Well, what a disappointment! Why do the 
descriptions always sound so good, when the games 
themselves are actually very poor? 

'Sultan's Maze* is no exception to this. The main 
objective is to wander around a 3 D maze, collecting 
jewels whilst avoiding the evil ghost. 




So far ? so good; the graphics and maze are fairly well 
done, but the problems come as you try to stay awake 
while the graphics are drawn. There is no keyboard 
buffering so, each step has to be tediously entered 
individually. 

If you can stay awake long enough to reach the 
higher levels of difficulty, there is still only one evil 
ghost, although he moves a little faster . 

I am not sure quite who this game would appeal to; 
possibly parents trying to get their children to grasp 
elementary cardinal points and their application, but 
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the children would probably much rather be playing 
one of the fast, colourful machine code programs that 
are available for the same price, 

AUTHOR: AMSOFT/Gem Software 

J/^'CD ^^" M^ ./ ^ J f _ * ■ * i » i n * ■ ■■■,■■■■■■*»■*•*■ ■ + 1 * i + r m ■ ■ ■■ ■■ asset te 

PRICE. ^itiMti+iKHt * »w!»«hmm ■** £8 i-^S 

PDA phtpq- *** 

PT AYATIT1 1TV* 

X JJiL I iLUJ-Lul At *i-fchi-i + i + i + p*>>- ■■■■< + i + ■ + ■ + * + ■■■■■ ■ ■•■■■« 

ADDICTIVENESSi ...+.*»*.+.... ** 

Crazy Golf 

Crazy it certainly is, a game full of frustration, as you 
see your ball bounce around the walls, usually ending 
up right back where you started 

The game starts off with some pretty graphics, and a 
short burst of music (I'll name that tune in three) and 
by pressing the space bar, lo and behold the first hole 
appears, with its par shown at the bottom of the 
screen. Joystick compatible, you aim your golf club p 
set the power level of the stroke and watch your ball 
go, 

The colours are bright, although it is often difficult to 
see the ball during the eighteen gruelling holes, all 
with seemingly impossible pars to equal, but my 
young next door neighbour took to it like a duck to 
water, and beat my round of 207 (classed as useless at 
the end), from a possible par of 137, if my arithmetic is 
right 




All in all, a game for those who are certified, or like to 
indulge in frustration, but the youngsters certainly 
enjoyed it. 

AUTHOR: & AMSOFT/Mr Micro 

FORMAT; .•.■.•.•.,.,» — Cassette 

PRIONS* ikhm ■tutHHNH £8i9o 

PT? A PHTPQ- ** 
PT AVATITT IT V- *** 

ADDIOTIVENESSi - 

ltA.Ll_J l .mmm ..,... a i4llt^UIM1»> Tb + fc + 1 



Blagger 

This was my first experience of a platform type game 
and I found Blagger to be difficult, addictive and very 
enjoyable. The game is quite slow paced, possibly too 
slow for the 'Zapp'em* fanatics, but then the art of this 
game is not speed but timing. You can use three keys 
to control the game but I prefer to wear out a joystick 
rather than my keyboard. The use of sound and colour 
is excellent as are the graphics and animation. 
However, I went looking for the volume control soon 
after starting, partly due to a slight hesitation in the 
music on occasions of high drama on screen, but 
mainly because I have certain liking foT Ragtime, and 
too much exposure to a good tune can make it pal L 




The game is easy to play but I found it almost 
impossible to progress past screen four. I know of one 
younger player who passed this level but it took him 
about three weeks. If you leave the game to run by 
itself, it will obligingly preview all 20 screens for your 
delectation - about the only way FU get to see them! 

My verdict? Blagger is an ideal game for the family. 
Even Dads (and Mums) who can't see the point in it 
can play and stand a very good chance of matching the 
achievements of their offspring. I recommend you to 
buy it, try it and enjoy it! My only adverse comment is 
that Alligata have made no provision for an infinite 
lives/practice mode. It can be infuriating to be 
unceremoniously dumped back at screen one every 
time you lose the limited lives on later screens. 
Megascores are magic but Yd settle for a chance to do 
some leaps and jumps on screens 5 onwards. Other 
software houses please note. 

AUTHOR: AMSOFT/Alligata 

FORMAT: — ----- Cassette 

PRICE! k <+, +,+.,.., *"i .*■*•■*•■ £8*95 

GRAPHICS" ■* i*<*.« 

PLA Y AB I LITYi 

ADDICT IV ENESS* — - +.♦„*.-..., - 

OVERALL: 



**** 
**** 



**** 
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30 Books up for Grabs! 

This is your chance to win the new Melborne House 
book. 

Called "The Ins and Outs of the Amstrad" it is by 
Don Thomasson who has considerable experience in 
writting about computers. The book looks at the 
CPC464 in a degree of detail not covered in the 
manual and documents the firmware and 
communication to the outside world. 

Melborne House have given us 30 copies of "The Ins 
& Outs of the Amstrad" to give away, so you should 
stand a good chance of winning. 




How To Win : 

All you have to do is look at the front cover of this 
issue and decide which programs are featured. Some 
appear more than once, so try not to get caught out. 
They are not all Amsoft products but the programs 
have either appeared in issues of the magazine or are 
in the current Amsoft catalogue. Write the name of 
the program in the relevant box, cut out the form and 
send it to us. We cannot accept photocopies. It will 
save us time if you write the number of different 
programs (not pictures) shown on the back of the 
envelope. 

Rules: 

1 The winners will be the first 30 correct entries 
drawn on April 30th 1 985. 



r 



CPC464 USER 



Oficial 
Competition 
Entry Form 



1 


1 




1 


2 




3 






4 




1 


s 






6 




1 


7 




1 


8 




9 






10 




1 


11 1 






12 




1 


13 






14 




1 1 


15 






16 




17 




1 1 


IS 




19 











2 There is no limit to the number of entries any 
individual can make, however each entry must be 
on an official entry form. Photocopies can not be 
accepted. 

3 E n tries sh ou I d be sent to : 
Amstrad User Magazine 
Melborne House Competition 
169 Kings Road 
Brentwood 

Essex 
CM144EF 

4 No correspondence can be entered into regarding 
the competition. No entries can be returned. 

5 The judges' decision is final, no employees of 
Amstrad, Amsoft, Amstrad User or their relatives 
may enter. 




~l 



Name ... 
Address 
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Have you got the 
drive to succeed 
in business? 




Running any business success- 
fully means first running it effici- 
ently. 

And no matter how business-like 
you think you are, you can't beat the 
power and convenience of a random 
access CP/M* disc system. 

Now, with AmstracTs CPC 464 
computer, you can enjoy all the ad- 
vantages of a 3" disc drive complete 
with an integral power supply and 
plug-in interface controller. 

Naturally, you can add a second 
drive (FD-1) to double the on-line 
storage capacity, speed up 
copying files and pro- 
ducing back-up discs. 

But of course, simply 
plugging a disc drive 
into a computer won't 
get you very fan 

Thafs why Am soft 
have produced a disc 
t based software range 
of over 30 programs 
with many more on the 
way. 



AMSDOS and CP/Mf 



CP/M* is the standard 
disc operating system for 
8-bit microcomputers. 
We also supply a special 
version of DR. LOGO* for CPC 
464 users. 

Our disc drive system includes 
a number of extensions to BASIC 
in the AMSDOS operating system 
that allow the disc to use files 
originally created for cassette, 
and vice versa. 

Software also takes care of the 
necessary file management so that 
CP/M* files can exist alongside 
these AMSDOS files. 

Data files may even be shared 
between AMSDOS and CP/M* 

Word processing, data manage- 
ment, accounting, ledgers - you'll 
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find an AMSOrT program to suit 
whatever kind of business you want 
to do on your CPC 464. 

There's even a range of programs 
that teach you professional business 
practice. 

Incidentally, you can exchange 
your Amsoft cassettes for identical 
Amsoft disc software for a mere 
£4.95 per cassette (the cost of a 
blank disc). 



o 
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The CPC 464 has a typewriter- 
style keyboard, large ENTRY key, 
sensibly positioned cursor keys, 
numeric keypad for fast data entry 
and a full 8-bit character seL 

It provides high resolution graph- 
ics, 80 column text display, up to 8 
text windows plus a graphics window 
and a palette of 27 colours. 

There's also a built-in Centronics 
standard 7-bit parallel printer inter- 
face. So you can enjoy high perfor- 
mance word processing with the 
printer of your choice. 

The CPC 464. 

It does whatever you want it to do. 
But that of course, is your business. 



Dt-cisiun Make r 




CPC 464, 
Really gets down to business. 

At the heart of it all, of course, is 
the incredible Amstrad CPC 464 
computer. 



{ jpUnnal 6U i-uLumn dot matrix prinlcr DMP-1. Operates at up 
to 50 dsar acEef s per second 




ONE GREAT IDEA AFTER ANOTHER 



BOOTS COMET Currys DIxons 



m 

(A 



John Menzies 




WH SMITH ^nGFALLS and other computer storks 

2nd DK. LOGO art Trade Markt n-f Di^l-al Ri L MiLf-ch 

Yd like to know more about the businesslike CPC 464 complete computer system. 
Please send me literature right away. 

name 

ADDRESS 



POSTCODE 



To: Amstrad Consumer Electronics PLC, Brentwood House, 169 King's Road, Brentwood, 
EssexCM14 4EE 
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The Musical Amstrad 



Part 2 



Jeremy Vine 





Last month I introduced the basic 
theory behind sound generation and 
looked at the first four parameters of 
the SOU NO command. This month I 
intend to look in more detail at the 
remaining paramters and take the 
story further on creating music on the 
Amstrad machine. 



have learnt so far to create a musical 
scale. This on first sight may not 
appear too mind-blowing but it does 
introduce us to some new ideas. To 
begin with, it may seem an idea just to 
enter a series of S 0 U N 0 statements as 
follows: 



Scaling Great Heights 

First of all let's use the parameters we 



10 SOUND 1,319,35,15 : HEW 6 

20 SOUND 1,?84,35,15 : REM A 

30 SOUND 1,255,35,15 : REM B 

40 SOUND 1,239, 35, T5 : REN C 

50 SOUND 1,213, 35, T5 : REM & 



60 SOUND 1,19fl,35,15 : REN E 
70 SOUND 1,139,35,15 : REN Ffl 
S0 SOUND 1,159,35,15 : REN G 

But this method has associated with it 
a couple of problems. Firstly it is very 
time consuming to write each SOUND 
statement* in full, every time. As there 
are common parameters each time the 
S 0 U N & command is tailed, this can be 
shortened by placing into a FOR 
»NEXT loop, but this is where the 
second problem arises, To play specific 
notes, the SOUND command must be 
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given the correct pitch value. We can 
improve upon the above program by 
including these values in a DATA 
statement but that still kn p t as 
efficient as it could be. The intervals 
between semitones on the table of pitch 
and frequencies (given in the user 
guide appendix) are not uniform, and 
it's no easy chore to look up and enter a 
mass of figures every time you wish to 
play music. Therefore we need a means 
of converting the frequency of a note 
into its correct pitch value. The answer 
lies within the pages of the user guide, 
Well j almost! 

Look up Appendix 7 of your Amstrad 
user guide and you will find an 
equation that converts a musical note 
into its related frequency number. 
Great! Only one problem. It's wrong!! If 
you were to use that particular 
equation „ you would end up some 18 
semitones away from the musical note 
you wished to obtain. The correction to 
this mistake is as follows: 

frequency = (2 (octave* tin - IB >/1iSl> 

This is a very good way of obtaining 
the correct note as the values to enter 
are much easier to handle. 'Octave* 
indicates the octave number over the 
eight-octave range of the sound chip 
and V indicates which note is to \w. 
sounded, where 1 = C, 2 = C # s etc. But 
that's not the end of the story. The 
above equation only gives us a 
frequency value but the second 
parameter of the SOUND statement 
requires the pitch value instead, This 
means converting the frequency 
number into its corresponding pitch 
value. This can be carried out by the 
second formula m the umr guide 
(which incorrect!): 

Pitch = ROUND U25BI0 t frequency) 



Now we have the means to write a 
scale-playing program without having 
to look up pitch figures each time. The 
only table you need refer to is in figure 
1 This starts at 'octave 5 being equal to 
zero ( 1 = middle C ). To change to high 



octaves p either to i ncrease the va lues 
as shown in figure 1 t V in the 
equation) or change the 'octave* 
number* 

Figure 1- 



Note: 


Value: 


C 


£ i 


gf 


2 


D 


3 


m 


4 


E 


5 


F 


6 


F# 
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G 




G# 


i 


A 


10 


A# 


11 


6 


12 



We can now write a program to play C 
m^jor like this: 

IB FOR Length =1 Tfl t 
?G REA&afy) 

If frequency = (IMEaiv) -1BJ / SE)>) 

tft pitch - RDliH D { ?58BB/f requftncy) 

«i mi 

Note that I have used the value 13 to 
represent C above middle C. The same 
principle can be equally applied to 
playing other scales or groups of notes- 

Let's now leave music for the time 
being and carry on with the 
explanation of the remaining 
parameters of the SOUND command, 

Sound Parameters 

So far Pve explained the first four 
parameters which allocate the sound 
channel to be used, the pitch, duration 
and volume of the sound generated, 
The next two parameters relate to the 
envelope command which will be 
covered later, so let's jump to the final 
parameter which controls the noise 



This ib a very useful parameter, espe- 
cially if youYe interested in generating 
sound effects for use in games* This 
parameter if used t causes noise to be 
added to the channel creating sound. It 
always refers to the value in the First 



parameter of the SOUND command 
(channel status). To see what effect the 
noise period has on a sound try typing 
any sound you like, for instance: 



SOUND 1,284,50,7 

Now to add noise to that sound, use 
the final parameter. You can enter a 
value in the range 1 to 31. You must 
also Till-in* Lhe other two parameters 
even though I have not explained 
them. For the moment use '0' which 
will make the line readable to the 
sound generator. Your program line 
should now look like this: 



SOUND 1,284,50,7,0,0,10 

Use different values for *NF {noise 
period) to see what effect this has on 
the sound created, At the moment you 
may not see a particular useful purpose 
for the *NF parameter but 'white noise' 
effects are a useful option especially in 
producing weird and wonderful sound 
effects. But enough of that for the 
moment. There are still a few loose 
ends to tie up in regard to the SOUND 
command. 

The Amstrad Channel 

I mentioned last month that the first 
parameter, *C' S could have values in the 
range 1 to 255, but I only explained 
how to pass sound through an 
individual channel. However the 
SOUND statement is far more 
powerful than it first appears and it 
offers very powerful facilities which 
are more than useful to the musical 
programmer. The most interesting of 
these facilities is the ability of 
combining channels of sound together, 
to play simultaeneously. But 
unfortunately this is where many 
people get confused. 

Understanding the 'rendezvous' 
facility isn't as bad a* it .semns but does 
require the use of a little mental 
arithmetic. The first thing to 
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understand is the number of different 
values that can be entered into the *C J 
parameter, The value entered is either 
a number representing one action (ie 
SOUND 1 = use channel A) or a 
number of actions added together into 
one final value representing all those 
actions- If the latter part of that 
sentence didn*t make much sense i don't 
panic! It's not that hard. Honest! 

To make this explanation simpler, 
let*s split the possible actions the sound 
chip can take into its component parts. 
Firstly the £ C parameter can indicate 
the channel status or if you prefer, 
which channel the sound is to be played 
through. Secondly t two or more of these 
channels can be combined together. 
This is effected by causing one channel 
to rendezvous with another. 

Thirdly, the sound can be held until 
released (this is related to the 
RELEASE command) and finally the 
sound channel can be flushed {ie 
clearing the sound queue)* 

To create a particular status, the 
values representing these effects mast 
be used either by themselves or 
combined together. These basic values 
are shown in figure 2. 



Figure 2. 



Value 


Effect 


1 


SOUND channel A 


2 


SOUND channel B 


4 


SOUND channel C 


8 


Rendezvous with 




channel A 


16 


Rendezvous with 




channel B 


32 


Rendezvous with 




channel C 


64 


Hold 


128 


Flush 



To combine more than one effect these 
values must be added together. To see 
if you understand this completely; try 
to work out the following problem 
before looking at the answer below, 

"What is the channel status value of 
this effect: Send a sound to channel A, 




rendezvous with channel B and hold". 
The answer you should have come up 
with was 81- This is worked out by: 

1 (channel A) 
+ 16 ( rendezvous with B) th B) 
* 64 (hold) = 81 

Practise with these values until 
you're sure about how they work. An 
understanding of these facilities is 
very important as they are at the basis 
of creating harmonies in music and 
synchonisation of sound channels, 

Finally for this month I'm going to 
look at two commands which are often 
missed by beginners using the sound 
chip. 

Queues of Sound 

It is often assumed that the BASIC 
commands to control the sound chip 
consist of three statements, SOUND 
ENV and ENT . But there are two 
further commands which you may find 
extremely useful. The first of these is 
the RELEASE command 

Earlier I described how sounds could 
be held by using the channel status 
value of 64. There is no equivalent 
value in the 'C ? parameter of the 
SOUND command to release the liold' 
on the channel. But of course it*a 
possible and that's where the 
RELEASE statement comes in. The 
range of possible values for this 
command are from 1 to 7. The value 
used refers to the channel status being 
affected. The command RELEASE 1 
would therefore cause the hold state on 
channel A (if a hold state existed) to 
cease. 

The other command is the 3Q 
statement. This refers to the (S)ound 
(Q)ueue and provides information on 
the amount of free space in the sound 
queue. For those not acquainted with 
the idea of a 'queue 1 in computing, it 
can be thought of in more abstract 
terms. Imagine there are five people 
queuing in a cloakroom for their coats. 
Each person holds a ticket which tells 
the attendant which coat to fetch. The 




attendant can only deal with one ticket 
at a time. In a similar way each sound 
channel can have a queue of events 
waiting to happen but only one is dealt 
with at a time. At any one moment in 
time the queue may be storing a 
number of events to happen. To 
determine the state of the sound queue 
on any channel, we can use the S9 
command. 

The command is followed by the 
channel status number to which it 
refers. SQ(1) would therefore refer to 
channel A (which is J), Another use of 
thy command is to see whether the 
sound channel is still active, which 
meaiis^ *is the sound queue empty or 
notr. 

We ran see this command in use by 
testing it on a sounding channel. 

Type in the next program. 

Ifl PfilNTChannet B is now sounding 11 

21 SOUND 2,353,300,7 

30 WHILE S«(2) > lifiKtW! 

4fl PRlNT'Ttiat r s all folks!" 

The final message in line 40 should 
not appear until the sound queue is 
cleared or the termination of the sound. 
If you remove line 30 youll be able to 
see more clearly the effect this 
command is having. Line 30 
continually tests the sound queue of 
channel B (2) to see if it is dear, The 
value of 127 is important as a value 
greater than 127 will indicate that the 
sound channel is still active. Once the 
sound channel becomes inactive this 
loop is broken and the final message 
can be displayed. 

And that's where I finish for this 
month. As with my concluding 
comments last time, play around with 
these commands until you're sure you 
understand them and next month we 
will take the musical story further. 

Jeremy Vine is a /ree/ance writer and 
has published two books on the 
CPC464 t which includes a book on 
sound and music, 'Beth and Whistles 
on the Amstrad CPC464\ published by 
Shiva Publishing Ltd. at£4 r 95p r 
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OK all you super heros, here's a very well presented 
CPC464 version of the arcade favourite 'Missile 
Command 7 game . 




Missile Attack has an instruction 
screen with music and a main screen. 
The main screen changes colour after 
each Srave' of alien missiles - and the 
idea of the game is to protect the six 
cities from the missile attack, The game 
finishes when all the cities are 
destroyed. 

Each missile wave lasts 100 seconds 
on the real time countdown clock and 
you have 32 rockets to intercept the 
missiles. The four central rocket bases 
are replenished after every wave if you 
lose a base, you lose that percentage of 
the rockets left 25%, 33% or 50% - i.e. if 
you have three bases and 21 rockets 



left and lose another base, only 14 
rockets left. There are a maximum of 20 
missiles on-screen at any time and they 
come on randomly with a maximum of 3 
starting to descend at the same time. 



holds attention and is more interesting 
and dangerous. 



Whilst play in progress - 50 points for 



As a rule, go for double or triple kills each destroyed, 
with each rocket and move diagonally _ at end rf Mch wave . 100 for 
for warp speed. As more missiles come ^ unuse d roc k et 
on -screen, the game slows down, and so 
does the sight cursor; hut as the 
missiles are blown-up, the speed of the 
game increases until with only one 
missile on-screen, the game is at 
maximum speed. In this way the game 
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- at end of each wave - 1,000 points for 
each city left. 
Bonus city every 20,000 points. 

If cities are wrecked when the bonus 
city is awarded, then it will pref- 
errentially come on-screen nearest the 
rocket base. You cannot blow-up your 
own cities or bases but they are 
redefined so the tops can be blown off so 
you can see how close you came. 
The score counter starts again after 
999,999 points. 



The game is played by joystick or cursor 
keys with the [COPY] key being the 
same as the fire button. 
The stereo music at the start and 
finish of the game is the Toreadors 1 
Song by Bizet from his opera Carmen. 
There are numerous action sounds 
throughout the game - all in stereo and 
lots of programming tricks to improve 
payability* 

For a demo game, change line 270 from : 
EVERY 5000,1 60 SUB 1 



to: 



EVERY 500,1 GOSUB 1 



and this will make each wave last 10 
seconds instead of 100 seconds. 



AMSTRAD MISSILE 
ATTACK 



Breakdown of the prograin:- 



Arrays:* 

Arrays are in lower case and are shown 
as they appear m the program. 




120-280 


Screen Initialization 


300-340 


Calculate targets and 




number of bombs 


360-520 


MAIN LOOP- move 




bombs and sight cursor 


540-550 


Bomb hits target 


570-700 


Destroy city or silo 




subroutine 


720-950 


Subroutine to launch 




rockets, check for missile 




hits, etc. 


970-9BO 


Decrement clock interupt 


1000-1190 


End of wave interupt 


1210-1520 


Instructions and 




redefined characters 


1540-1580 


Real-Time music routine 


1600-1750 


Toreadors Song 


1770 


Data for city positions. 





- arrays for missile 




positions 






offr(20} 


- arrays for missile offsets 




to reach targetted city or 




silo 


offyZ<20) 




xoW(20) 


- array for start positions 




of descending missiles 


c*typos(20) 


- on-screen positions of 




cities and silos 


crty(20) 


- targetted city petition 




for incoming missile 


lall(20) 


- incoming missile 




destroyed 




- targetted, city number 




for incomi ng missile 


dead(10) 


- which silo's and cities are 




destroyed 




- which missile your 




rocket has hit 



Variable list 

bs they appear in the program:- 



sight x 
sighty 



dummy 



cnum 

sitonum 

mnum 



count 



- 1 andy position of sight 
cursor 

- used to check if keyboard 
or joystick is operated. 

- used to terminate 
real-time music and 
sound routines. 

- number of cities 

- number of feet Silos 
-number of feet 
anti-ballistic missile 
rockets. 

- time left in wave attack 

- used in calcul at i ng 
bonus cities. 
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POOLSWIN 

THE ULTIMATE POOLS PREDICTION PROGRAM 

■ MASSIVE DATABASE ftralswuuwr is a sophistm-ated P^lr? 
prediction lid. [1 COlft&s com pintle wflhllve Luq , £S[ £Ld.ldbd--;t: 
dvadablt: matches over 10 years. Th* cJaiabaM updates 

automaEiciliv as reftuta crime in. 

• PREDICTS Nat iusI SCOREDEtAWg, bul AWAYS, HOMES 
und NQ SCORES, 

• SUCCESSFUL SEUC gfrgflM that EWwrartg pmfagto 
ajLj-nihcjntfy battel Shan chance. 

4 All APT ABLE PiofcabdlitieE. are given on^cicy jCijctim^ 
choose Bfany sritetiipfis as you need fof your bee. The 
[Hucisu pri^di^iion foimuLa can be &ei by ihr usar - yw car 
develop and ces- youi awn ujiinjw? method. 

• SIMPLE DAlA ENTRY All Fng]ish and Scottish leam names 
*jk in ihcprrjgjam.SimpJy type in che rrfiN-EHio* numbers Ircm the screen. Or use FDCGEW 
la prnduce fijonure lis iiijomatacalty (see below). 

• DCSC. ! MJCSDDRI¥E COMPATIBLE AU imw a mn:; (cyrapt Apple and IBM) are supplied . 
on tape, mih ample in.n™ctionE for conversion m di*&'jniuEodTLv*tap*=ration 

(TTus :;i«5oti5 results are supplied wiLh thtt pickage-.sa'thHl predictions can atari mfimediai&]^.]i 
AVAILABLE FOH Spectrum Cwnmodon? B4, VTC 3Q ( * 1GK), AMSTRAD 
CFC 4*4, BBC B, Atari (461), ZXfll ( LGK), Dragon, Apple IE, IBM pc 

PRICE £ IS 00 (all inclusive) 





FIXGEN84/5 



AT LA5T: No more struggling tor hours tu grf me 
fixture lid unw ihe wimptHer. FDCGEN has been 
programmed with all English and fetish 
ristuies lor 19S4-S. Simply lyp*? m me date, and Ihe mil future hst 
genetaied in seconds. Filljy ccunpanble with Ponlswinner. 
POOLS WINNER with RXGENflG 50 fall incWvel 
Fixgen alone £5,50 



COUItSEWINNER 

THE PUNTERS COMPUTER PROGRAM 



_ Cowsewtrtner is designed ic 
Y3 allow yui iu dwrJop and tea 
your own umque vdnnrng 
system. Using uidBrmaEiun irom 
daily newspapeiscr 'Sporutig Life", itir most important factors can be inpui and 
uitJyv«ct T7w program is supplied wuh a database d^aDLng besttrainera and 
jockeys, and ert*et of me draw for all BriosJi coursea. (Flax 4 NatiwuJ Hunt.) 

AVAILABLE FOB SpflenwH4aC?. Ctanmodarr©*, BBC (B), Diaqon, A:an v+i-iKj. Apple [I 

PRICE £12.50 (aU incliuin) 




AVAILABLE [RETIIEN OF POST) FROM 
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phone 24 his- SOI ~ J"VX"-\ R I \ phone Si hra 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE, fi 061-428 7426 



ASTROLOGY 
for beginners 

Teach yourself astrology using vour Amstrarl 
A Starter P&dc comprising a si mple prog ram to calculate $ horoscope, an 
introductory booklet mi 2 sel F-teachF ng programs (how to i 'nteapr et the horoscope] 

only£lL50 

No previous knowledge required 
Also man y oth e r p rog ra ms for mor* experienced astrologers 

Please send me the Astrol og y Start e r Pack for t he Amstrad 

I enclose a cheque/PO.U.K, for El 1 .50 fine pStpl OuCstde UK add 60p; or 
I enclose a large saeferfreecatalL>gue 

Name . , , .„„ 

Address P , „ 

ASTROCALC ( De pt A) 67 Peascroft Road 
Hem e I Hempstead, Herts H P3 8E R Tel : 0442 5 1 809 



CABINETS 

A range of Cabirets especial ly designed 
for your home computer system, 
Kaep it dust free, tidy and secure. 

Smd SAE for Goiour Leaflet 
MARCOL CABINETS 
Solent Business Centre 
Millbrook Rd. West, Southampton SOI OHW 
Tel; (0703) 774632 {24 Nr. Answering Service) 



REFRACTION RAY DIAGRAMS" for o and CSE Physics 
ForseJf-study and class use % experienced teacher. £5 
H. .fames, 5 GaJn* Road t Portsmouth, P04 OPJ. 




son$, sorfS 


J J-J. J. JL Jul mm 

- used to toggle 




transparent mode. 


n 


-used as loop variable 


basepos 


~ screen position of start of 




ill l jTfc J-B 


num 


- number of missiles 




descending at same time 




-max of 3 


stagger 


- number of on-screen 


missiles before cal 1 ing 




new ones. 


city 


- used in targetti ng 




missile onto cities, and 
silos 


brmm 


■ total number of missiles 




descending - max of 20 




on-screen* 


pass 


-allows twice speed 




operation of sight cursor 




-remove 1 1 ne oov i u r 




harder game 


x t y 


- values of x and y arrays 


-used to speed up 




calculation 


sightxold, 


- previous positions of 


sightyold 


sight cursor 



uptown, 
left, right 
a.b,c 



sty 

fire 
scare 

vol 



wipe 

crash 

m 



sx,sy 



- keyboard or joystick 
direction deletion 

- sound volume variables^ 
used in stereo tracking of 
sight cursor 

- sound tone variables, 
used in stereo tracking of 
sight cursor 

- keyboard or joystick 
rocket fire detection, 

- number of bonus cities 
-awarded every 20,000 
points. 

- used in crescendo effect 
for the Theme tune 
-Toreadors' Song. 

- used in key changes for 
Theme tune. 

- removes incoming 
missile vapour trail 

- sound for destruction of 
city or silo 

- used as a loop variable 

- sound used when rockets 
are exhausted 

- graphics position of sight 
cursor 





UHCd Lor nrawing tne 


boomx, 


rocKet explosion zone ot 


■ 

boomy, 


imiueTU.e. 


z1,z2 




Kill 


- number ul missiles KiJJeu 




Hv psi rTi "nv'lrpt PTrnlnKifyn 

yj j Cut 1. 1 J UVxK^l |_r jn-iuJ.lL 


remove 


- rymuvtrh iiii&Hiic 




iJlltHwl LLlli 


bang 


- sound used when missile 




is removed offscreen, 


colour 


- DacKgrou riu ^pdpvrj 




LulOUX lur tSaLU WctVt? 


score i 


o Fan 1 iraTi a Til u i i \ii *t\ 

■ a real v-Hri^oie U«u 




wnen sconng } uenou_.ti uy 

If TT 


rt?TrebM, 


iidiAn i n i^ ci £3 1 rk.n ~n rt n t T i r at 
- UHtiQ 111 ruaLUl Itlg, LjLj Ul 






scbref 


- H "printing score onto 




the screen 


a$ 


-joystick or keyboard 




detection 


note 


- note played in Theme 




in 

lune 



The following is a computer originated listing, typeset from source obtained from the running program. 
In order to make the listing fit tidily, some lines have been wrapped in the typesetting process. This 
should not have interfered in any way with the operation of this program, but where lines have been 
wrapped, the overflow is shown emphasised by indenting with spaces which need not necessarily be 
entered. 



H REM 
10 REN 
20 DEFIHT 
30 D1H ti 
kiiUZ 
4 0 sight* 
50 9 
cnuff=6 
son$=C 
REST0R 



60 
7B 

21B 
220 
230 
24B 
250 
268 
270 
?B0 
290 



PEN 5: 
FOR n - 
INK A, 
FOR n = 
PEN 9: 
LOCATE 
NEXT n 
PLOT 0 
EVERY 
EVERY 
REN 
300 fium=H 
310 a(n 
320 cit 
330 tar 
340 NEXT n 
350 REN 
360 If pas 
370 FOR n= 



H t s s i L e Attack 
Ini tf all sat ion 
a-z:&EFREAL ,y 

0) , targe c (20) ,dead( 1 
=10:sighty=10spresse 
: RAHfrONI ZE TIKE:0RI6 
Lorkuifi = 4: nnun=32 : t 
HRS{22> + CHRSM) isoff 
E 1770:FEN 9;L0CATE 
LOCATE 7 / 1:PRINT "S: 
1 TO 1 0 : RE AD ci typos 
0 : BORDER 0:INK 1,21: 

0 TO 4 STEP 2: PLOT 0 
FOR n=1 TO 10; IF n>3 

cUypo$(n> # 25 :PRINT 
:PEN 10 : LOCATE basep 
,6,15:DRAU 0,14:PLOT 
5000^1 SOSUfi 1000 
50 G0SUB 970 

Calculate target 
CIHT<RND*2):F0R rt-1 + 
)=CINTfRND*A40) :y(n) 
y = t + CINT(RND*9) :ci ty 
get(n)"city:offK(n)^ 
: bnum-nui+s t agge r 

Main loop - move 
s THEN 410 

1 TO hnum 



22/9/84 



Dp 8 B. Leuis 



},y(20) # of fy(20) / cit/pos(10) # CTtyC20}, 
0) 

d=0;GOSUB 121B:dufliniy = Saf 7] 
IN 0,0,0,639,380,0 
i m=99 : count"1 
I=CHRS(22)+CHRt C0> 
1 # 1:PRINT "T:99 rp ; 

000000";: PEN 10: LOCATE 17,1: PRINT l- R:32 M ; 
{ n ) : dead( n) =0: NEXT n : ba sepos = 9 
INK Z^ZS^NK 3,16:INK 5,7 
,n,5:DRAU 639,n:NEKT n : PRINT SQnS; 

AND n<B THEN 250 

"[]"; 

os,25:PRINT " T T T !";soff$; 
639,6: DRAW 639,14 



s 8 No of bombs 
stagger TO num+ stagger 
=4B0:xoLd(n)=x(n) 

(n> = CINT(32*ci typos(ci ty ) + H*Cc i ty>3 AN& city<8)l 
tci ty(n)~xtrt>)/10#:of fy{n) = (0-y(nn/100 



boinbs & sight 
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** 



NEW 



ONLY £19.95 

8 BIT CENTRONICS INTERFACE 

MAKE USE OF THAT 8 BIT PRINTER. 
PLUGS INBETWEEN CENTRONICS PORT 
AND PRINTER CABLE 



FOR CPC464 DiTEKFACES 

RS-232 AND PARALLEL INTERFACES 



COMMUNICATE WITH YOUR MODEM 
TALK TO OTHER COMPUTERS 
USE SERIAL PRINTERS 
SPLIT BAUD RATES 
STANDARD 25 WAY 'D' CONNECTOR 



•PARALLEL* 

MAKE THAT ROBOT MOVE 
RUN HEATING SYSTEMS 
TWIN 8 BfT PORTS 
OPERATES DIRECT FROM BASIC 
2X14 WAY SPEEDBLOC CONNECTOR 



.95 PRICE INCL V. AT. & P/P 



£25.95 



BOTH UNITS CASED AND INCLUDE THROUGH CONNECTOR FOR INTERSTACKING 
OR CONNECTION OF FURTHER ADD-ONS (DISC DRIVE ECT) 
LITERATURE SUPPLIED AND SOFTWARE ON TAPE 



K.D.S. ELECTRONICS 



TEL (04853) 2076 



15 HILL STREET, HUNSTANTON, NORFOLK. PE36 5BS 



CHILTERN COMPUTER CENTRE 



USTi 







HAVING PROBLEMS GETTING SOFTWARE? 




Gw 



LOOM NO FURTHER! 



SPAHNERMAN ..^p. H HmM«iii W m.d H ..i,„.T. Ai&5 

ROLAND ON THE RDPES 8.95 

CUBIT .., 8.95 

QUACKAJACK 8.95 

ROLAND IN THE CAVES fi.95 

AMERICAN FOOTBALL 8.95 

PUMCHY ...... ...„... m . w >^iih^.^ 8*95 

ROLAND GOES DIGGING 8.95 

GEMSflf STRADUS 8.95 

HARRIER ATTACK 8.95 

DUNGEON ADVENTURE 9.95 

RETURN TO EDEN 9.95 

LORDS OF TIME „ 9.95 

COLOSSAL ADVENTURE . 9.95 

SNOWBALL , , , „.„ 9.95 

ADVENTURE QUEST „. 9.95 

TEST MATCH „„ 8.95 

GRAND PRIX DRIVER 7.95 

ATOM SMASHER „ 7.95 

URIUAGE FDRQMPimR, HUNTER, USE _ 

CMHAHE FDR ETfSTTD(, LEAD, MOOULATDH 



3D-M0NSTER CHASE ...„...„...„, m , m , m 7.95 

AUEN BREAK Dv 7.95 

STEVE DAVIS SNOOKER 7.95 

JOHNNY REB .-„.,„„„„„,..„...„...„...„.... 5.95 
BRIDGE FLAYER ... 7.95 

GHOULS 8*95 

HUNCH BACK .. JJ .L.. JJ .L.. JJ .L. JJ 4. ! .,H4 +1 . s , ++l , d+++fed ^ r „. 7j95 

MANE MINER .„ „ _ 8.95 

FOOTBALL MANAGER 7.95 

FOREST AT WORLDS END 5.50 

BLAGGER ...... u ... u ..»... M .. WMWItmwMM 7>95 

FANTASIA DIAMOND 7.95 

JEWELLS DF BABYLON 530 

Educational 

RAPPVWRTnNG 8.95 

HAPPY LETTER 8^ft5 

ANIMAL VEGETABLE MINERAL 

WORLD-WISE 

Eim 



Utilities 

TA5WURD464 

EASI AM5WDRD 

Hardware 

AMSTRAD CPC4G4 
CD LOUR COMPUTER 

DMP-1 PRINTER 

DISC DRIVE DDI- 1 ... 
AMSTRAD JOYSTICK 
PRINTER LEAD 
POWER MODULATOR 



1 9-35 



1UHJL1L^L..J „„„„„., 



342.50 
195.00 
199.95 

12.95 

9.95 

29.95 



MAILORDER 

P1£A£E MAEE CHEUDIS i H3STAL WEE PAYABLE TO: 

XHD^TERN COMPUTER CENTRE" 
7GB DALLOW ROAD, 
LUTON. 
BEDSLU1 ILY 
TEL [0592)458684 

WE AD2TTVTSA OVERSEAS EMUilRfES WELCOME 



380 x^x(rv>;y=y(n) :PLOT x,y,1 ;x=x+of f x (n) : y~y+of fy tn) :PL0T x,y,3 t*i -x :y( n) -y 
390 IF y<20 THEN GOTO 540 
400 NEXT n 

410 pass s 1-pass;si9titxoLd=siglitx;sightyoLd'sighty 

420 sighty=sighty+( t l«KEYfyp)-pressed)«f IHKEYtdQtfn>=pressed) > 

430 IF (sighty<2 OR 5ighty>23) THEN s i ghty=si ghtyo Id 

440 s^ghtx^sightx + UlNKEY (left ) =pr essed) -UHKE V fright ) = pressed)) 

450 IF (sight*<1 OR siBhtx>20) THEN s i gh tx = si gh t xo Id 

460 a = ~( (sight x<4> + ( sight x<7)Msightx<10H 

:c=-({si9htx>17)^(sTghtx>14)+(sightx>10)) :b=3-£a+c) 
470 sty-sighty*S0:SOUND 1 29, Sty ,9f,a : SOUND 136, sty ,99, b: SOUND 1 32 , s ty ,99, C 
4S0 DI : PEN 4:L0CATE s i ghts 0 Ld ,tn ghtyo Ld : PAINT " 
490 LOCATE s i ghtx, si ghty : PRINT 
500 IF INKEY{fire)=pressed THEN GOSUB 720 
510 IF (RND<0.015 AND bnui<18) THEN stagger=bnua :GOT0 300 
520 GOTO 360 

55-0 REN Boib hits target ! 

540 GOSUB 570:IF bnun=ft THEN stagger=0 : GOTO 300 ELSE GOTO 360 
550 END 

560 REM Destroy city etc 

570 ci ty=target(n) :IF dead(city)=1 THEN 61( 

580 deadUi ty)^1 :IF (city>3 AND city<8) THEN mnum'CINT f fnnum- 

inun/si Lonun) :st Lonu*=si Lonui-1 :G0SUB 940SIF si LonunKl THEN 

nnui=0:si Lonuw=1 :G0TO 610 ELSE 610 
590 cnuni=cnuffl-1 :IF (cnui+store ) >0 THEN 610 ELSE duny=RE«AIN<0) 

:duny=RE«AIN(1):voL-i:f 1*9 = 1 : RESTORE: ON SG(23 GOSUB 1540 
600 GOTO 600 

610 FOR uipe=-4 TO 4 STEP 4:NOVE xold (ti ) +wi pe, 400 : DRAU c i ty ( n) +wi pe,0,0 
: NEXT wipe 

620 DI:city(n>=CINUeity(n)/J2>:PEN 6:LOCATE city(n),25 
630 IF city(n)<9 OR city(n>>l2 THEN PRINT ■/V f J 
ELSE PRINT 

640 PLOT 0,0,5:DRAtf 639,0:PLOT 0,6,15:DRAW 0,H:PLOT 639,6:DRAtf 639, 14 

650 FOR crash=999 TO 0 STEP -15 : SOUND 1 35, RND*c rash,1 ,7,0,0,7 : NEXT crash:EI 

660 FOR it-n TO bnym-1 

670 x(n)=xtii+1):y(i)=y(*+1> :offx{m)=of f k (i+1 ) :of f y (n)-of fyCn+1 ) 
680 ci ty<n)=€T ty (i+1 I: targe t la) s targe t >: xold (il=xo Ld < m+ 1 > 
690 NEXT i: bnyn=bnui-1 
700 RETURN 

710 REM Launch rockets M 

7Z0 IF muKl THEN FOR boink=300 TO 0 STEP ~10:5GUND 130,boi nfc, 1 , 5 : NEXT 

boink:GOTO 950 
730 sx=CINT{sightx*32-16):sy=CINT<408-stghty*16) 
740 PLOT 0,16,H:DRAH sx,sy:PLOT 639,16:DRAW sx,sy 
750 DI:PL0T sx, sy, 1 1 :blank~0 : ki I 1=0 
760 2=0: boomx=25 : boomy=0 

770 z1=i+hooay+booiy+1 :i2=z1-bDO»x-booix1+1:NOVE sx,sy : DRAMR booms ^boony 

780 MOVE £x,sy;DRAUR -boomx ,booiy :NOVE sx,sy : DRAWR boorox,-booiy :NOVE sx,sy 

790 DRAUR -booix,-booiy :KOVE sx ,sy : DRAMR booay ,bOOax :NOVE sx,sy 

800 DR A WR -boony,boomx:NOYE sx,sy ; DR AU R booiy y -booix :MOVE sx,sy 

810 DRAWR -boo«y,-boomx : z-^1 :booiy"booiy *2 : EI 

820 SOUND 129,booix: SOUND 130,2 1 : SOUND 132,boomy 

830 IF ABS<z2XABS(z1> THEN z=z2 :boonx=booiix-1 

840 IF boomx>booiy THEN 770 

850 If blank THEN 940 

860 FOR n=1 TO bnun:IF TEST< x (n) ,y (n> ) = 1 1 THEN ki Ll=ki L 1 + 1 :hU ( ki 1 1 >=n 

870 NEXT n:IF kilL=0 THEN 920 

880 FOR r«fltove = 1 TO ki 1 1 : n=hi t ( remove) 

890 FOR uipe=-4 TO 4 STEP 4:N0VE xold £n) +ui pe, 400 : DRAW x (n>+ui pe,y (n) ,0: NEXT 
ui pe 

900 FOR bang-1500 TO 100 STEP -25:S0UND 5,RND*bang,2,ban§/200,0,0, bang/100: NEXT 

bangiGOSUB 660 : FOR <a=re»ove+1 TO kil L : hf t f ■ J = h> t f ml -1 : NEXT m 
910 NEXT remove :$core!=score* +50* H L L : D I : GOSUB 1150 
920 blank=1 :DI:PLOT 0,16,0:DRAH sx,sy:PLOT 639,16:DRAW sx,sy 
930 mnuB=nnuB-1 :PLOT sx,sy,fl:GOTO 760 
940 DI:PEN 10:LOCATE 19,1;PRINT USING mnufi; :EI 

950 RETURN 

960 REN Decrement clock interrupt 

970 DI: t in-t =PE» 9:LOCATE 3,1:PRINT USING n tX"; tin; : EI 
980 RETURN 

990 REN End of wave etc interrupt 

1000 eo Lour = eo lour+1 1 1 F (colour s 2 OR colour=7 OR coLour = t2 OR coLour=14 OR 

coLour=16 OR colour=21 OR colour=24» THEN 1000 
1010 IF colour-26 THEN coLour-0 
1020 INK 0, co Lour : BORDER co Lour : ti 1=100 

1030 score! - score! +1 000*cnuni+ 1 00*mnun : si Lonum-4: ■num=32 : GOSUB 940 
1040 FOR refresh^ TO 7 : dead ( ref rash ) =0 : NEXT refresh 
1050 PEN 10: LOCATE ba sepos, 25 : PAINT son*;" ";soffS; 
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1868 IF (score ! /count )>=20000 THEN count = count + 1 : store=store+1 : FOR refresh=1 TO 

99:SOUHD 1 30,RND*ref resh , 1 ,7: NEXT refresh 
1070 IF (cnum=& OR store=0) THEN 11 50 

10BB FOR check=1 TO 3 : ref resh=7+check : I F dead( ref resh)=0 THEN ref resh=4-check : I F 

dead(refresh)-fl THEN 1 HB 
1090 dead* ref resh )=B: cnuro=cnutri+1 : store=store-1 

1100 PEN SsLOCATE ct typos t ref resh) ,25 : PRINT son*; CHRS(255); CHR$( 255) ; 
1110 PEN 9:LOCATE ct typos ( ref resh) ,25 :PRINT ,- []";soMS; 
1120 IF (cnun=6 OR store-03 THEN 1150 

1130 If refresh>7 THEN ref resh=4-cheek: I f deadtref reshKl THEN 1090 
1140 NEXT check 

1150 IF score! >999999 THEN score i -score ! -1000000 : count = 1 : PEN 5: LOCATE 9,1:PRINT 



11 W. 



1 160 score$=5TRS( score ! ) : s co reS-NID* C scores, 2 ) 

1170 LOCATE <H + (score!>9> + £score ! >99) + (score ! >999) + ( score ! >9999)+ 

tscore !>99999)) / 1 

1180 PEN 5:PRINT score*; 
1190 RETURN 

1208 REN Initialisation (characters, keys, etc) 

1210 vol=0 : f Lag= 1 : RESTORE : ON Sfi(2) &OSUB 1540 

1220 MODE 1 : INK fl,13:INK 1 ,0: INK 3,22:BORDER 13 

1250 PEN IsLOCATE 13,1:PRINT "MISSILE ATTACK" 

1240 PEN 3:LQCATE 8,3:PRINT "By iavid and Brian Lewis" 

12S0 PEN 2: LOCATE 1,5:PRINT "You are on the Planet D ART3HA # and you" 

1260 PRINT "have to defend your six cities from an" 

1270 PRINT "Auesone Alien Missile Attack !!" 

1280 PRINT "Each wave lasts 100 seconds, and you" 

1290 PRINT "start with 32 rockets to intercept the 1 * 

1300 PRINT "incoming missiles. The rockets are in" 

1310 PRINT "four central bases, losing one means" 

1320 PRINT "losing that fraction of your repawning" 

1*330 PRINT "rockets. The end of each wave gets you" 

1340 PRINT "100 points for each rocket unused, and" 

1350 PRINT 11 1 000 points for each city left- Every" 

136B PRINT "20000 points bonus cities are awarded." 

1370 PRINT "HINT:- Go for doubLe or triple kills," 

1380 PRINT "and wove diagonaLly for naKimun speed." 

1390 PEN 1:L0CATE 1,21:PRINT "The fate of DARTSHA is in your hands IE" 

1400 PEN 2:L0CATE 15,23:PRINT "GOOD LUCK" 

1410 PEN 3= LOCATE 5,25:PRINT "Press FIRE button or SPACE bar"; 

1420 at=INKErt:IF (a$<>" 11 AND ai<> M D THEN 1420 

1430 IF al=" '* THEN yp=0:down=2: lef t=8:right =1 :f ire=9 

ELSE up=72 :down=73 : Lef t=74: right =7 5 : f i re=76 

1440 SYMBOL AFTER 0 

1450 SYMBOL ASCT'E' 1 ) ,B8,68,SA,B1 A,S3F ,83 F,B3F 

1460 SYMBOL ASC( "]") ,#,8,680,809,8 FS,8F C,SFC 

1470 SYMBOL ASCI 1 '/") ,0,0, 0, 0,0, S£0, &F0 

1480 SYMBOL ASC t "\ ,r ) , 0,0,0,0,0, 83, 6F 

1490 SYMBOL ASCfV*),R18,R18,*18,S3C,S3C,8FF,*FF 

1500 SYMBOL ASC£"-"), 0,0, 0,0,0, 8C3,ftE7 

1510 SYMBOL 255,0,0,0,fl,0,8FF,8FF,fiFF 

1520 RETURN 

1530 REN Real-tine music routine 

1540 READ note:IF note=-1 THEN RESTORE ivol=2-vol : f lag=f Lag*2+15*< f lag=8) :GOTO 
1540 

1550 IF note-0 THEN SOUND 7,0,B,0 : GOTO 1570 

1560 SOUND 1 ,note\f Lag-1 ,8,4+vo L : SOUND 1 2, note \f Las,8,5+vol :S0UNB 

4,oote\f lag+1 ,8,4+vol 

1570 ON SO ( 2 ) GOSUB 1540 
1580 RETURN 

1590 REN Data for 'TOREADORS SONG' from CARMEN by BIZET 

1660 DATA 478,478,478,478,426,426,426,0,478,0,568,568,568,563,0 

I6t0 OAT A 568, 568,568,568,0, 568,568,568,638,568,568, 568,506 

1620 DATA 568,568,568,568,568,568,568,568,0,506,506,506,506,638,633,638,0 

1630 DATA 478,0,568,568,568,568,568,568,568,568,0,716,716,716,716 

1640 DATA 851,851,851,0,638,0,956,956,956,956,956,956,956,956,8 

1650 DATA 638, 638,638,638,638,638,638, 638,0, 638,638, 426,426,478,478,0 

1660 DATA 506,506,0,568,568,568,0,638,0,568,563,568,0,506,0 

1670 DATA 568,568,568,568,568,568,568,568,0,753,758,758,758,0 

1680 DATA 568, 568, 568, 568, 0,568, 568, 568, 568, 0,602, 602, 602, 0,506,0 

1690 DATA 379,379,379,379,379,379,379,379,379,379,379,379,579,379,379,379 

1700 DATA 379,379,0,426,379,426,0,451,451,0,426,426,0 

1710 DATA 633,636,0,568,568,0,506,506,506,506,506,506,0,568,506 

1720 DATA 568,0,716,716,0,426,426,0,478,478,478,478,478,478,478,478 

1730 DATA 478,478,0,716,716,0,956,956,0,506,506,0,568,568,568,568,0 

1740 DATA 638, 638, 638,638 ,0,716, 716,956,851 ,,758,716, 638, 568,506, 478, 426, 379 

1750 DATA 358,319,284,253,-1 

1760 REN Data far City positions 

1770 DATA 1,4,7,9,10,11,12,13,16,19 



Page 56 



Amstrad User April 85 





1 * \ 
♦-«- I 



IK 



913! 




mmmmeggabusters from 







SOFTWARE 

THE 
PYRAMID & 



'AliTlRID 



9M 



m 



9 



■ 



2 



SOFTWARE 



BACKPACKERS PARTI AND THE PYRAMID ARE AVAILABLE 
AT £7.50 EACH FROM ALL GOOD SOFTWARE RETAILERS 
OR FROM: FANTASY SOFTWARE, FAUCONBERG LODGE, 
27A ST GEORGES ROAD, CHELTENHAM, GLOS. GL50 3DT 




TRADE ENQUIRES: TEL 0242 583661 




Beats the manual -hands down! 

WE TAKE YOU BY THE HAND . . . 

STEP-BY-STEP... 

and teach you to program for yourself. 

Literally, a child can understand it -so can Dads! 

Programming is where real fun and satisfaction 

lies and if s easy. Get the Amstrad to do 
what you want and it's magic! 

At the end of this short course it will do 
just that. You will even have written your 
first arcade game. 



Amstrad Magic covers; WORDS -NUMBERS - QUESTIONS - 

AN S WERS - IN PUT - SAVE/LOAD - E D1T - RE N UMBE R- COLOUR 
LOOPS - UNES - PICTURES - GAMES ETC, ETC. 



7b. WFoulsham & Co Ltd- Yeovil Road, Slough, Berks. 

Please send me copies of Amstrad Magic 

at £6,95 each. I enclose cheque fPQ for £ 

made payable to W. Fouls ham & Co. Ltd, 



~l 



NAME 



ADDRESS 



J 



INTRODUCING 
THE CAMSOFT RANGE 
OF AMSTRAD DISC BASED 
BUSINESS SOFTWARE 

Prof es s ional I y des i g n ed to ut i I i se th e f u 1 1 powe r 
of CP/M on the Amstrad CPC464 
Disc Drive, the suite of packages include: 

Invoicing, Sales, Purchase and Nominal 
Ledgers, Payroll, Stock Control and the 
powerful CAM BASE Data base System. 



Single Drive Systems from £39 
including VAT & carriage 



Send for detailed data sheets to: 

Cambrian Software Works 
Unit 2, Maenoff eren 
Blaenau Ffestiniog 
Gwynedd 

Deafer Enquiries Welcome 



THE HOME COMPUTER CENTRE 




OMPUT 



4 MARKET STREET 



A 



USTELL I EL 75297 



AMSTRAD 
CPC464 
GREEN 
AND 

COLOUR 
VERSIONS 
ALWAYS 
AVAILABLE 
FROM 
STOCK 

c r0^^ 1 ° P AND 
rtP^ft*** THE BEST 

RANGE 

OF SOFTWARE IN THE SOUTH WEST 

MAILORDER 
SEND S.A.E FOR FREE CATALOGUE 
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mmmts mi mm 

an adventure game fortheAmstrad CPC464 by Steve W. Lucas 



This program occupies just over 22k. 

It is a cold winter's morning and you ate standing on 
the steps of your great uncle Victor Frankenstein's 
mansion. A white mist surrounds the mansion, which 
is boarded up and overgrown with ivy. "What am I 
here for ?", yoti ask yourself as you look at the note 
prinned to the door + , + and so the game begins. 

In this game you will play the roll of Frankenstein's 
great nephew who has received an urgent phone call to 
visit the family mansion, which has been allowed to 
fall into a state of neglect for many years, You are un- 
sure what your mission is and all you see before you is 
a note and the keys to the mansion. 

To help you, here is a list of words understood: 
help, pray, phone, score, ride, go, n, s, e, w, up, down, 
in, out, look, eat, drink, wash, swim, get P take, grab, 
drop, leave, put, inventory, read, open, unlock, search, 
light, squeeze, unscre, score, break, smash, dig, pull, 
quit, save, load, connect, talk, ask^ say, row, sail, wait, 
jump, kiss, rub, dance, fit, help, sew, connect. 

You should give me instructions in the form of one or 
two word sentences such as EAT SANDWICH or GO 
IN. 




If you want to save a game at any point, just type 
SAVE. Your tape may then be loaded back in by 
typing LOAD. 



11 1 *#++*#t**+**titt*tttfttt#*#*****#*t 

20 1 tttt*++++++++ The Monster's Final 
Hour, a*************************** 
1 ********** A n adventure game -for Ai 
strad CPC464 User Magazine t*t***#++ 
40 1 $y Steve U 

. Lucas * * * ****##t#t#+#***********+* 
Sfl 1 *tiut# i**************** *** ******** 

60 SYMBOL AFTER 250 

70 asS=" The Nonsier's Final Hour. 




ii 



I at$="An adventure gafee for the Anstra 
d CPC464" 

i gcji= H By Steve V, Lucas. H 

HO&E 1-IMK 0,2d;INK 1,2:111k 2,6: INK 
3, 18: PAPER 0: BORDER 0 
M| SYMBOL m,12S,224,8,fl,255, 254,252,2 

12B SYMBOL 251 ,1 ,T,1 ,1 ,255,127,63,31 

130 SYMBOL 253,8,128,143,241,255,127,3,2 

140 SYMBOL 254,0,8,8,5,252,252,8,3 

150 etfS= ri pl +CHR$<2SlHCHRit?52) 

163 eft-" M +CHftS< 253) *CHR*C2S4> : FOR jf*1 

ro 41 

17* PEN 1: LOCATE K^2:PRINT f dl: LOCATE x, 





4:PfllNT MI&S£asi,*,1>:NEXT:L0Cm 36 
,2: n I NT" h ; 
PEN 2; FOR x=1 TO 48; LOCATE x,1B:PRIN 
T edS: LOCATE x,12:PRINT RlJ>S<atS,x,1 
> :NEXT: LOCATE 38 , 1 0 : PftiWT" 
190 PEH 5: FOfl x=1 TO 40;LOCATE x,19:PRlM 
T efS:LOCATE k,?1 : PRINT HIb*C*[|*,x # 1 
} :MEXT: LOCATE 53,1 9 : PRINT" 11 ; 
299 GC5UB 2640 

210 D1K c|S(50>,sSC58, 4), x$U0),itS(4H ,nX 

(4B),gi(40),w1(5]i,bX(40] 
228 fl£5TQRE:fOR k-1 TO 46: READ q$<x):F0R 

y=1 TO 4: RE AD sX ( k , y) - NEXT y,x 
230 FOR *il TO 2i;READ gt(x) ,bi( Ki,ni( K ) 
240 nX(x)-x:NEXT x:pK=15 

259 DA TA in a snail backyard* There is a 
disused toilet in one corner. At th 

e far end I can see a locked gate., 
8,0,0,0 

260 DATA in a snail Lounge. There is a I 
arge so fadnderneat h the uindoy . ,0,0, 
3 y fl,in a large dining rooi. There is 

an enormous highly poLfshed tab 
Le in the sert r e . f fl,6,4,2 
278 DATA in a snail kitchen- The sink is 
full of dirty plates and the Korkto 
ps look as though they haven't bee 
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n cleaned for years, ,8,7, 8,3 
26(1 DATft in a Urge bedroom four post 

er bed stands at the far end*, 0,8, 

0,0^*1 an oak panelled Library- A La 

rge bookcase tovers an entire wa 

IL, 3,0, 7,0 
290 DATA in a ssa L L ha L Lway. A staircase 

aider hangs from a thread above me., 

0,0,0,27 

390 1AT A by a Large altar. The ualU are 
covered with ancient sepu Lchres, ,0, 
31, 0,0, inside a sua L L crypt. An old 
woman is sitting on the floor and 
appears to be as leep. ,30, 32, 0,0, out 
side a crypt. The entrance is open., 
0,0,33,44 

400 DATA on a dirt track betyeen tyo row 
s. of verytaU eoni fers. ,23/34,0, 32 ,b 
y a Urge metaL gate. A si gn on the 

gatepost reads "PuLse Hill Ceraetr 
y 1 .,33 ,35^, fly on a dirt track. The w 
ay South Leads towards a gloomy f 
orest., 34, 36,0,0 
410 DATA on a footpath at the start of t 
hi dense foreat . Wolves can be heard 
in the di stance* j35, 37,4(,38,i 
n a saaLL Glaring- The forest H to 
o dense to travel in any direction 
escept North-, 36,8,0,8 
420 fiATA Lost a dense forest ,38,38,38 
,3B, inside the woodcutter's cottage- 
His yjfe aits in a chair reading 
her boofc and ignores me,, 0,0, 0,0" 
43(1 DATA outside the woodcutter N s cottao 
e. I hearthe aound of someone sawing 
, ,0,0, 0,36, at tha bottom of a ireshL 
y dug grave. ,M,M*at the side of 
a ffashly dug grave . ,0,0,43,34 
440 DATA standing on a footpath with to* 
bs tones on either side- One of the 
graves has a vase of f Lowers on top. 
,0,0, 8, 42, on a wide gravel path with 
flower beds on either side,, 8, 45,3 
2,0 

450 DATA by a granite monolith* h large 
red Leverprotrudes from the base .,44 
,0,0,0, inside a siall secret chamber 
. There is a Large painting of a wol 
f on one wall p ,45,0, 0 f 8 

460 DATA a crumpled note,13,fiote,S small 
key, 13, key, a reel of cotton, 4, totto 
n,a Le«on,4,Umon,a dustbin, 1 ,dustbi 
n 

470 DATA a cand Le,3,cand Le,a pen in a ho 
Lder,4,p*n,a monster strapped to the 
operating tab Le,19,aonster,i sh 
arp sea Lpe L, 20, sea Lpe L 

480 DATA a bot t Le,21 ,bott U,a large Leva 
r, 22, Lever, a rusty pad Lock,22,pad Lqc 
k,a painting on the wa U ,8,pai nt i ng 

490 DATA a pair of rubber gloves, 5, g Love 
$," ir ,S,map,an oLd diary, 12 ,di afy 

500 UATA a stale sandwi ch, 9, sandwich, a s 
pade ,28, spade ,an ornate coffin, 41, co 
ff1n,a corpse, 41, corpse, a heart, 41, h 
eart 

510- DATA a screwdriver, 39, screwdriver, so 
me gold e>ct rodes,46,e Lect rodes ,a k 
arge crucifix, 30,cryci fi x 
528 DATA IM, ,8,»ap, 11 ,1 , natch 
530 nS(253 = M crowbar' , ;g^2i) = lil, :g*C21> = 
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pi pi 




:faX(25)=29:gf C25)="a strong crowbar" 
:gi(3)="a neerJLe and thread" ;nS(3) 3 " 
needLe" 

548 sX(7,t)-i 

550 CL£ 

560 WHILE rr<99 

571 IF pK.= 1 9 AHA at-1 THEM at =2; PftINT"Th 
e monster spots ae. I'd better get o 
ytof here! n 

580 If at=2 THEN PRINT'The monster's one 
step behind youl" 

590 IF at=2 AND ax=1 THEN xS="The monste 
r catches you and kiLLs you?" :GCTQ 1 




600 IF p%=1 5 ANo ae<>2 THEN xS="Tou trip 

ped end fell in the dark! M :GOTG 1800 
610 If pK-19 AND ar=2 THEN PEN 3:PfliNT ,B T 

he monster is connected to some goL 

d elect rodes - N - PEN 1 
620 IF p*=34 AND at<2 THEN PRINT"To the 

east there is a vicious wolf. It sna 

rls at you! 11 
630 If p**24 AND aj<3 THEN xf="You must 

have lissed the path! You sink into 

the bog ! N : GOTO 1800 
6tfl P R I NT : PEH 1;PRlNT"You are ;-"sPEH 2: 

PRINT q$(pXhPRINT:PEN l:a** ,m 5lfi=l 
650 afc=pK:IF s2<p3,m0 ™EN aJ="North" 
660 IF sXCpX,23>0 AND LEN(ai>>0 THEN a$= 

aS+ 1p , South" ELSE If sHpS,2)>0 THEN 

al^South" 

670 IF sS(pE,5)>0 ANO L£N(a$)>0 THEN a$- 
a S+",£ast" ELSE IF s*<p*,3)>0 THEN a 
j="Eas t " 

680 IF sSUp£,O>0 AND LEN<a$>>0 TIEN a*= 
a$+",yest" ELSE If s1!(p*,4)>0 THEN a 
S= M Uest" 

690 IF THEN aS-"In ,! ELSE IF pX=31 0 

1 pl=26 OR pS=4 THEN aS=a*+",Qut" 

700 IF pl=4B Oft P*=25 OR pK = 52 THEN a*=a 
S+Mn" ELSE LF pS=39 THEN a$-"Out" 

710 IF pX-16 OR pS-8 THEN aS-aS+ ,f ,Down ,h 
ELSE IF p!t=17 OR pS=7 THEN aS=a$+ ,r ,U 
p" ELSE If pJ!=41 THEN a*="Up" 

720 IF pS=42 AND an>1 THEN aS-aS+^Down" 

730 PEN 1: PRINT" If ou can go i-'^PEN 3;PfiI 
NT a*sPEN 1:PRINT 

740 e=0;fOR t=1 TO 26:ppS=0:IF bX(t)=pt 
THEN pp3£=1:GOT0 760 

750 NEXT : GOTO 780 

760 IF e=0 THEN PRINT"You can see s-":PE 
N 2 

770 PRINT gt(t):e=1; SOTO 750 

780 PRINT : PEN 1 rPHINT ,r Uhat do you want t 

o do INPUT eS 
790 z$=L0yEW$(ji>:bS-LEfTS(iS,2):c$=LEFT 

iti*,3):dS=LEFTS(2l,4> 

800 PRINT CHRit7i :CLS;PEN 3 

810 If ci-"her THEN PRlNT M I'i sorry I d 
on't have a tl»l"sk»1 ELSE If cf="p 
ra" THEN k-\ : PRINT"That made me feet 
better L" 

820 If c*-"sco" THEM PRINT "You aren't ta 
king this seriousLy enough. This isn* 
t a game you ItmoM! 11 s k-1 ELSE IF cS=" 
rem" THEN k*1:G0SIJB 2600 

830 IF RlSHTlCzt,3i- n otf lp THEN PRINT"How 
dare you speak to »e Like that! Ill" 
:k-1 ELSE IF c*="rub" THEN k-1 : PRINT 
"Don^t bE absurdl" 



Amstrad User April 85 



Ml* 



*T 4 « | 
* ] [■ 



•J* 

j I TO t-M. * i 





lijji lie 1 

ft! 




840 IF eS^'pho" THEN FKlNT'You can't do 
ttiat hereS":k=1 ELSE If ci-"Hd'> THE 

N k-1 :PRI!fT ri ¥hat in 9* 
S5& If cS="Lod" THIN PftINT ,B There's nothi 

ng unusual to see L -1 : k=1 ELSE If cS^" 

eat" THEN k=1 : PRlNrThere' a no food 

here!" ELSE I F c*s"dri" THEN PRINTS 

ou have nothing to drinfe!" 
369 IF CbS="n" Oft d$="go n") AN© s£(i%*1 

)>i THEN p*=sK< ^ 1 ) :k=l 
870 IF (M="s" OR dl="go s"> AND 2 

}>0 THEM pX-s.XCpX,2> :k A 1 
880 IF tb*="e ir Oft d*="go e") AND li<pl>3 

}>0 THEN P S=s1i(pS JP 3) : k-1 
898 IF (b*- 1, n" OR dl- N flO w") *Mft sX(p*,4 

J>| THEN pX-sXCpX,4> ;k=1 
900 IF k=0 AND <bS="n" OR hS-"s" OS bf= u 

e" OR bS^'V) THEN k = 1 : PRItiT" Vou can 

p t go that vay here!" 
919 IF ct^'sui" THEN PRINT'Don't be ridi 

CuLous! I can't swis here !":lc=1 ELS 

E If tS="was" THEN PRI«T"Don r t be ab 

surdl";k=1 

9?0 IF :S= 1 'get" OR c^ M tafc M OR cS="gra" 

THE« k-1:GOSUB 1128 ELSE IF cl-"iiea 

" THEN k=l :G0SUe 2540 
930 IF cS="inv" THEN k=1:COSLI 1«0 ELSE 

IF cS-"rea" TWIN k=1 ifrDSUB 1530 
941 IF c*= M ope" THEN k-1^0SUB 163B ELSE 

IF cS^'unl" THEN k=l;6OStl0 1598 
950 IF c$*"dra" OR cS al, lea" THEN, k=lsMS 

ue 1380 ELSE IF cS = 'Mn ri OR d*="gO 1" 
THEN k=1:GOSUB 1670 ELSE IF cS^'out 

" OR dS^'go o" THEN k=1 :G0SUB 1708 
960 IF cS="up" OR dS='*go u" THEN k=1:&0S 

UB 1720 ELSE IF t$="dOv" OR d*= M oo i 

" THEN k=1 : GOSUB 1740 
970 IF c*="sh" THEN k-1;S05UB 1760 ELS 

E IF ci' ,h lig ir THEN k = 1:S0SUa 1770 EL 

SE IF cS^'squ" THEN k=1 : SOSUB 1850 

ELSE IF tS=*dia" THEN k=1:G0SUB 1878 
980 IF c*= N dig" THEN k-1iGQSUB 1928 ELS 

E tf tS= M uns" Ofi :S= J, scr n THEN k=1:G 

OSUB 1948 

990 IF cS="br* n OR THEN k=1:G0S 

UB 1970 ELSE IF cS="puL" THEN k^1;60 
SUB 1990 

IF cS^'qui" THEN CLS : PRlNT rl &o you M 
ant to save the game <Y^N> 7":fiOSUB 




1010 IF c$="att 11 OR eS^kiL 11 THEN k*1;G 
OSUB 2060 ELSE IF C*- H tut" OR eS s "s 
ta n THEN k=1:G0SUB ?090 ELSE IF cS= 
"fit" OR cS= l, irs" OR ct="fi THEN 
k=1:G0SlB 21418 

1020 IF c ts h con M TttEN k=1iS0SBl 2210 EL 
SE IF ci= ,p $ey' f THEN k=l:G0SUB 2198 
ELSE IF cS^say 11 OR c$= ,1 tn L" OR £*- 
■"ask 11 THEN k=1 : PRINT 11 Do you Like ta 
Lking to yourself ?" 

1030 IF cl="toa" THEN GOSUB 2420 

1840 IF t$="ro«" OR ip u *tl n THEN PRINT" 
What a siLLy suggestion that is! rr :k 
= 1 ELSE IF cf^yai" THEN fc=1:PRINT" 
O-Ki " « FOR >*1 TO 1000:HEXT x 

1050 IF c*" p ' iun 1 ' THEN jcS="Yqu jump but u 
^fortunately, you iiss your foot 
ing, slip and break your neckl":G0S 
UB 1800 

1060 IF cS= i, ki s M OR t*="rub" OR cl^tfart 41 








THEN PRlHT"Nhst a stupid idea[";k= 

1 

1878 IF cS= M sav" TttEN GOSU0 2320 

1080 IF pI=aS THEM ax=1 ELSE ax=0 

1090 IF k=B THEN PRINT"! "i sorry I don't 

seen to understand you"; 
1188 IF pS*24 AND at=2 THEN 50T0 2 270 
1118 W END 
1128 GO SUB 13313 
1130 IF LS < 1 THEN RETURN 
1140 eEMt:FOR h=1 TO 26: [F bZfhJsp! AND 

bXCnXtr>3=frS THEN eX=1 
1158 NEXT h: IF el=B THEN PRINT"! don't 

see it here. CWaybe I need gla 

sses!)":RlTJRN 
1160 IF r=1 THEN aa=l ELSE IF r-2 THEN a 

b*1 

1178 IF r=3 AND ac^0 THEN &e=l ELSE IF r 

-4 THEN ad-1 ELSE IF r=6 THEN ae-1 

ELSE IF r-9 THEN af-1 
1180 IF "=13 AND pS=S m 3g-i THEN ag=1 

;qStfl]=qI(8)+" There is a safe on 

the MaU! r 's gl t13)-"a painting of Vf 

ctor Frankenstein 11 
1190 IF r-7 AND ah-0 THEN ah-1 : PRINT" A s 

ecret patieL slides to one sid^ L lp :qt 

(()=q*t43*" A setretpaneL has openE 

d,": si (6, 4 J -15 
1200 IF r=U THEN az=1 
1210 IF r=26 THEN it*1 ELSE IF r=8 THEN 

xJ="Tuo hands reach for your throat 

. vi : 11 : COSJe 1800 

1220 IF r=l2 THIfi PRIHT"lt p * Locked arou 

nd the Lever 1 ,h : RETURN ELSE If r=11 

THEM PRlNT"Ttiat would be fooLishl": 

RETURN 

1238 IF r=15 AKD aj=B THEN aj=1 ELSE IF 

r=17 AND ak=0 THEN ak=1 
1240 IF r*17 ANS ak=2 THEN RETURN 
1250 IF rslS THEN an=1 ELSE IF r=22 THEN 
an=1 

1260 IF r=19 THEN KkiBT 4l it , > too heavy!" 
: RETURN ELSE I F r = 2U THEH PRLNT ,p I c 
an't carry it ! ,P :RETURH ELSE IF r=21 
AND an<3 THEN PRINT" I can't do tha 
t yeti":RETlJRW 
1270 IF r-16 THEN ao=1 ELSE IF r=25 THEN 
ap*1 ELSE IF (r=23 WD ar=8) THEN 
ar-1 ELSE IF (r=21 AND ss=03 THEN a 
s=1 

1280 e £ =0 : FOR d-1 TO 5 
1298 I F vtCd)=" i, THEN v*td) < nX( r) ) :el 
=1:d*6 

1300 NEXT: I F eX=0 THEN PRINT" 1 1 n sorry ■ 

f hands are 1 uL L ■ " s RETURM 
1310 bStn* tr> 5=0 
1328 RETURN 

1330 IS=°":F0R h=1 TO LENCzS) 

1140 IF AIDSU$A,1)=" " THEN LJ=RIGHTSC 

jJ jP tLEN(z$)-h));h-lM 
1358 NEXT h:r=0rLJ=0;lF LflKitKZ THEN R 

ETURN 

1360 FOR h=1 TO ?6iIF LEFTS(ni(h) ^LEN< IS 

)> = LS THEN U=1;r = h 
1370 N£XT: RETURN 

1388 GOSUB 1330: IF IS<M THEN PEH 2:PRI 
KT^Tou can't see a VIS;" here!": RE 
Turn 

1390 el=0:FOR d=1 TQ 5 : I f vS(di -flSfnXf r ) 
) TH€N v$(d>= ll ":el=1 
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A powerful and virtually full implementation of Standard 
Pascal A valuable educational and development tool in an 
incredibly small size fl9K) for $uch a complete language 
compiler, compiles directly to Z80 code which executes very 
quickly, typically at least 40 times faster than the BASIC 
equivalent INTEGERS r REALs, CHARS, ARRAY*, SETS. 
RECORDS, POINTERS, IF . , , THEN. . . ELSE, CASE ♦ . , 
OF, WHILE , . . DO, REPEAT. . . UNTIL FOR . . . DO. 
fully recursive procedures and functions, value and variable 
parameters etc. etc. So much that you will not believe it. 
You MUST write far details. 




An excellent, fast (4000 lines per minutej assembler coupled 
with a powerful disassembler/debugger. So many features that 
we cannot possibly do the package justice here - conditional 
assembly, assembly from tape, screen ami tine editing fuil 
arithmetic front panel debugger with disassembler, single step, 
multiple breakpoints, modify, list and mow memory etc. Every- 
thing you need AND jidty relocatable so that it works anywhere 
within the memory map. 





ISO High Street North 
□ umtable, Beds. LU& 1 AT 

Td; iG5fla) wtai 





presents 

FONT 464 

for the 

AMSTRAD CPC 464 

FOMT4G4 is a sophisticated &nd powerful font designer 
especially developed for the CPC 4ft4 microcomputer, allowing 
you to design and print your own character fonts and graphic 
symbols in a friendly, menu- driven package. 

FONT 464 allows you to create a new design or amend an 
existing one using such features as seL reset, invert, refect, 
rotate, inverse and even scrolling and animuriitn.' 

Load and save character sets from/to tape or disc, use the new 
characters) from within BASIC, output the charaaer(s) to an 
Epson or DM PI printer, design your own animated graphics - 
all this and more with FO.\T464! 

FONT 464 is supplied with five interesting and amusing 
character sets for you to experiment with and includes a fuil 
screen copy routine (written as an RSX) for both Epson and 
DMPJ printers. 

* A fl this power for: £7. 95 inclusive * 

Order FONT 464 dim dy from Nisqft or write far more details. 

Please write to Hisoft for more details of fa seal and Devpac 
on the CPC 464 or contact Amsoft with your order. 



EASI DATA - Th e ultimate database program for your CPC464. Up to 32 items per 
record. Up to 1,000 records. Full search facilities, including wild card. Records auto- 
matically inserted in correct order. Built-in report generator allows simple word processing 
with mail merge and label printing. Outstanding value at £19.99. 

EASI VAT - Makes VAT book-keeping as simple as pressing a button. Up to 10 Income 
and 20 Expenditure headings. Up to 10 different types of transaction (e.g. cash, cheque, 
credit card r etc.}. 100 entries per month. Quarterly VAT report. Excellent range of monthly 
and annuaf summaries. Comes complete with manual and demonstration file. An absolute 
must for the self-employed or smali trader, £39.99. 

DEAN DATABASE /MAILING LIST - Incredibly easy to use and flexible 
electronic card index Up to 50 items per record. Up to 360 records. Fast sort and search 
facilities. Simple label printing routine with multiple copy facility. Large files may be split 
into smaller files, Excellent value at onfy £12.99. 

MUSIC COMPOSER — Superb fun for all the famity. Suitable for the beginner or 
experienced musician. Clear graphics displays the music as it is composed. Full editing 
facilities. Compositions may be joined together and /or saved on tape. £9.99. 



Ad paces include VA 7, postage and manual To order simply send cheque or P r 0. to ; 

DEAN SOFTWARE LTD. 

P.O. BOX 1, THE MEWS, MITCHELDEAN, QLOS. GL17 OHH 




(The above versions are cassette based, disc vefsions available soon - details on request) 



14IS0 NEXT: I F e£<1 THEN PRINT" You sren r t 

carrying itl";RETURN 
1410 b£(nS«r))=(iS 

1420 IF r=1 THEN ia=0 ELSE IF Cf*l AND a 
h=1) THEN ab=0 ELSE If <r=3 AND at* 
1) THEN ac-0 
1430 IF r = 4 THEN ed=0 ELSE IF r=o THEN 0 
e = 0 ELSE IF r=9 THEN af-0 ELSE IF r 
=11 THEN K> =1l The bottle breaks and 
You are sprayed with acid !! AAA 
ggghhh ! ! ! ! M :GOSU& 1S00 
1U0 IF r-H AND &z=1 THIN az=0 
1450 IF r-26 THEM ai=0 ELSE IF tr=15 AND 
ij=1> THEN aj=0 ELSE IF (r=17 AND 
ak-1 AND pK=34) THEN sk=2;*Zt 34,3) 
-42:PRINT"The wolf eats it and runs 
auayr :g*M?}- rm :B!U17>=a ELSE IF 
r=17 THEN ak = 0 
1+61 IF r=1B AND am±1 THEN a*=0 ELSE IF 
Cr = 22 AND an = 1) THEN an=fl ELSE IF r 
=16 THEN ao=0 ELSE IF r=25 THEN ap= 
1 

1470 IF AND ar=1 THEN ar=0 ELSE IF 

r=21 AND as=1 THEN as=0 
14S0 RETURN 

1490 PEN 1 :PRINT pl You are earring :-":FtN 
2: IF az-Z THEN PRINT rl A pair of ru 
bber gloves ^orn) N 
1501 f£=0:FOfl h»1 -TO 5:IF v*(h)<> lp,i THEN 

PRINT viCh):fX=1 
1510 NEXT : IF f X=fl AND ar<2 THEN PRIHT"No 

thing at aLU" 
1520 RETURN 

1531 GQSUB 1330:IF AND LEFTSUS/3) 

s^sig" THEN PRINT TABC 8);"The signp 
est reads :- M :PEN 2:PR1NT; PRINT TAB 
(10? ; 11 'BEWARE OF THE BOG 1 " : RETURN 

I54fl IF PK-2J AND aj=1 AND r-15 THEN PR 
I NT M I think You could follow the pa 
th MM ELSE IF r=15 THEN PR 

INT"not h*re! N : RETURN 

1550 IF pl=2l AND- aj=0 THEN PRlNPYou ha 
ven't got the map L " ; RETURN ELSE IF 
p£-23 THEN RETURN 

1560 IF L£FT$U$,3} = n dia" AND ao=1 THEN 
PRINT"The diary reads ;-":PEN 2;PRi 
NT : PRINT* Apri L 1$t. 1895" :PIN 1:PRI 
NT "The monster must be destroyed";P 
EM 5: PRINT" Find electrodes, bring i 
t back to Life and take to it to t 
he bog 1" ; RETURN 

1570 If aa=1 AND LEFTSi lS,3)-"ngt" THEN 
PRINT"The note reads :-":PEN 2 : PRIN 
T H As my sole living heir, I am trus 
ting you with $ dangerous mission 
■ DESTROY THE NONSTERl": RETURN 

T580 IF LEFT* til, 3)=" not" THEN PRINT "Toy 
haven't got i t I"; RETURN ELSE IF LE 
nt LSX? THEN PRINT"Nhat do you yant 
to read?" z'RETURN ELSE PRIHT"You ca 
n't read that !": RETURN 
1590 IF pS-a km a§>0 THEN P«INT"Tou don 
't know the code lor the Lock! H ;RFT 
URN 

1600 IF p!U>13 THEN PRINT "Toil can't do t 

hat heri!"-«nURN 
1610 IF ab<1 THEN PRI NT H You need the key 

! M :fiETURN 
U20 PRlNT l, O i K. l3 :ab=2:RETUfiN 
1630 IF pl-41 THEN GOSUU 1 RETURN 
1640 If pK-B AND ag>0 THEN FR1NT" You don 









l t know the code for the lock!":RET 
URN 

1650 IF pX<>\5 THEN PRlNTNot here[":RET 
URN 

16*0 IF ab<2 THEN PRlNT'It g s Locked!":«E 
TURN ELSE PfllNT"Q,K."i &2f 1S r 1 3=7 ; RE 
TURN 

1670 IF p%=13 AND ab<2 THIN PRlNT'The do 
or is locked! ! M :RETURN ELSE IF pS=1 

3 THEN p3E=7:PRlNiT !, 0*K ., RETURN 
1680 IF pK-1 THEN pE=4: PR INT IJ 0 . K , " : HETUH 

H ELSE IF pZ-25 THEN pK=26:PRINT"v- 

K.": RETURN ELSE IF pl = t* THEN pi = 3 

9:PRINT ,I 0.K.":RETURN 
1691 IF pS-32 THEN p"S "3 1 :PBINT ,I G_K. " :RET 

URN ELSE PRIKT'Tqii can't do that h 

ere ! " ; RETURN 
1700 IF p& = 26 THEN pl-25 : PRlNT'Q.lC^RET 
URN ELSE IF pX=39 THEN pKM0:PftlNT 
"O.K.": RETURN ELSE IF pE=S1 THEM pS 
O^:P«INT p, 0-K, l, :R£TURN ELSE IF p&=4 

THEN pl = 1 ! PRINT '"O.K. " ^ RETURN USE 
IF p*=7 THEN p£-13:PRirT0-K-":RETU 
RN 

1710 PRIHT ri &D you have to be so stupid ? 
" sflETURH 

1720 IF pl-41 THEN pi =4Z :PfiINT ,p 0-K_" :RET 
URN 

1 730 IF pK = 17 THEN pSM-6; PRI»T n O-K,":RET 
URN ELSE IF pX=7 THEN pt-S: PR1NT"0. 
K_":RETURN EL&E P5 INT r, &oh 1 1 be stup 
i d t 11 : RETURN 

1740 IF pl=42 AND an<2 THEN PRINT"You wi 
11 need to dig a hott f i r st S";RETUR 
N ELSE IF pS-4Z THEN p3t-41 : PRINT"Q . 
K.": RETURN 

1750 IF pZ=l6 THEN pJ=17;PRINT ir 0 fc K. M :RET 
URW ELSE IF PS-8 THEN pS=7;PRINT"0 
P K. 11 : RETURN ELSE PR INT " Don 1 1 be abs 
urd! 11 : RETURN 

1760 IF pX-l AND ai *0 THEN PRlNT"tou Citt 
see something amongst all the ru 
bbiih! ll :g$(Z63 = ,l a bo* of iatches":R 
ETURN ELSE PRINT^Tou didn't find a 
nything hEre ! 11 :RCTL*RN 

1 770 IF ae<1 THEN PR INT" How are you §oin 
g to do that '"sHETURH ELSE IF ai<1 
TWEN PRINT" Ycm don't have anything 
to do that ui th ! ": RETURN 

1780 PRINT^O.K/ViFOR x=1 TO 5: IF vitx3=g 
$(6> THEN vi(xi=gS(6)+ 11 (Lit) M 

1790 NEXT;glt6>=gttd)+" lHt)" = ae=2^RETU 
RN 

1S00 CLS:PEN 1 ^ LOCATE 1,1:PRINT :GGSU 
B 2 4 40 

1811 PEN 2s LOCATE 10 f 10:PRINT" You arg < 
< DEAD >> ri 

1820 PEN 3:L0CATE 4,20: PRINT"Wou Id you I 

ike another game <y/n> ?" 
1830 d*=lHKEY*:dS-l.0WERi(dJ3:IF d*-"y" T 

HEN RUN ELSE IF dSO'V THEN U30 
1S40 CLS:PEN l!PRlNT"Soodbye- Thank you 

for playi Kg," : END 
1850 IF idol THEN PRIflT M You have nothin 

g wrth squeezing!": RETURN ELSE IF 

aaOl THEN PRINT pr A few drops of Ura 

on juice fa LI U the f loor! ":RETUR 

N 

I860 aL-2(00-HNTtRHDCl5*2000):PRINT"You 
squeeze tftf tenon and sote juicE 
.ands &n the note, A message appea 
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5 EXCITING HIGH QUALITY GAMES FROM 

DACACOfil at only £5.95 each! 



* SPECIAL OFFER * any 3 for £14.95 all 5 for £22.95 



INTERPLANETARY TRADER 




Space adventure at its best! Face the 
penfcs. of apace pirates, meteors, and 
other hazards as you penetrate the 
depths of apace in your quest to 
become a GALACTIC MEGA- 
BILLIONAIRE! A rnu Hi level, feature 
packed game of strategy. 



EMPIRE 




FrofF a Knight to a King! Can yo-u build 
up your empire in the face of sum 
opposition? Wi(i you keep subjects 
happy and balance the economy. This 
Is an exciting muliileve-f game of 
strategy for up to 4 players. Includes a 
save game facility. 



EXECUTION 




flJlAJtJLfli&Jl 





You need nerves ol steel to play 
EXECUTION. Standing before |he 
firing squad you ^a^ise mis is your last 
chance lo receive a pardon' but time is 
fast running out. A multi level 
educational game with 1000+ word 
vocabulary. 




Please send Cheq ues/P. 0 to: DATACOM PU BL I CAT IONS , 407 F Hockley Centre, Birmingham B186NF, 

QTY price 

NsiflB iMiiiHriiiiiiiiiHiiiiiiiiiiHiiiiHiHHiiiiiHiHHHiiiHiiiMiii^n^i iifHHf in, j T" E R F^LA^J ET AR Y TRAD ER 

"A-dd rBSS M h" I" IflVHtlfl II ITIlHflllllllllHHfllllHIIIil II lllil*»l»l4Hiiiiii mmm mm iiifif I 11 I lllll+l* E .X L J I I 

WliMPUS MANSION 



I JI-IBI-fcl mi IH 



■ ■■■■■■■■I piiiiirti i ■■■■■ in ii ■■■■■ ■■ ■ ■■ n 



.-r.. > I + I + Iidli 



■*■ + ! 14 If I II ll-l + l hi ■ .. ■■ ■■ ■ i ■ mm r i 



SNAIL PACE 

Tfll ItHHMiHMIHHUiU UUIUHIIIIIiU. »>f HIIIIIMIIIHilHiiii E^l Pi R£ 



Please find enclosed my cheque/P.O. for £ 



Please mih me 
copies of Ihe above 



TOTAL 



DISTRIBUTORS/DEALERS (UK and Overseas) 

Ring: DAVID READING on 021-233 1800 for our excellent terms 




LISTING 



I ■■■■ ■ 



:- :~: o :• f f: : i : : : : : f: : : : _ : : : ? : 



:-:coo: 



rs :-" : PEN 2:PRINT F, To open the safe 

DIAL M ; a L : RETURN 
1870 IF p*oS THEM PRINT M Ycu can't do th 

at here DUMMY I 11 : RETURN 
1S8B If ag<>1 THEN PftlNT'^ov?" : RETURN 
1390 PEN 2:PRINT"Whet nyaber do you want 
to diaL :PEN 3:INPUT ha: I F biOi 

L THEN PR l-N T " I h a t combination dcesn 

't wor k ! M : RETURN 
t9M IF al-B THEN PR I NT"tha t " s not the r 

igbt combination!": RETURN 
1910 PRIHTHhe safe opens 1 11 :g*< 1 5) = M an o 

Id map showing a secret path fhroug 

tut he bog I 11 : RETURN 
1920 IF am<1 THEN PRINT'lou haven't got 

a spade I 11 ; RETURN ELSE IF pX<>42 TH 

EN PRINT N You can't da that here!":R 

ETURH 

19JB PRINT" f on dig down to the coffin!": 
am=Z:RETURN 

1948 IF pX<>41 THEN PRINT 1 ! can't do tha 
t here!":RETURN 

1950 IF an<1 THEN PRINT"You need a screw 
driver! ":RETURN ELSE IF an>1 THEN P 
RlttT "It " s already open! ";RETUHN 
PRlNT"You open the coflin and insid 
e there i* a half decomposed corpse 
! ri :gSE2B>="0 (orpie" :gS (19) ="an ope 
n coffin":an=2:RETUfiN 

1971 IF ap<>1 THEN Pft INT H You haven't any 
thing to do that wi th! ir :RETURN ELSE 
IF pti>22 THEN PRINT"You can't do 
that here ! H : RETURN 

mfl IF a q < 1 THEN aq=1 ;PRlNT"Tha t 1 5 done 
the t ritkl ,r :gS(12)-"a broken padlo 
ck":RETURN ELSE PRlNPTou have aire 
ady done that ! - : RETURN 

1990 IF p*=22 AND aq<1 THEN PRINT"Ycu ca 
n't nove it, It's locked 1": RETURN E 
LSE IF pX=22 AND ar<2 THEN PRINT'Yo 
u should connect the electrodes fir 
St l ,f :RETURN 

2000 IF pX=22 ANfl as<2 THEN PRlNT ir You ui 
LL need to find a new heart for t 
he nonster first! '"^RETURN 

Zflifl if psf=^^ m ac<s then pr i nt"t he *o 

nster hasn H t been sewn up yet! 11 : RET 
URN 

2021 IF p*=22 THEN at = 1 : PR 1HI 11 T h e monste 
r cc*es to Life i rid staggers froi 
thE table !" :gl(8> s "a menacing lonst 
er" : RETURN 

203B IF pX=45 AND az<>2 THEN n*="a sur^e 
Of power flows through your body!" 

;GCSUB 1801 
2040 IF p3t-45 THEN PRIHT M k small open in 

g appears ! n : sX( 45,2) = 46: RETURN 
2B50 PRIWI M There 1 s nothing here to pull! 

,r ;RETURH 

206B IF pl-19 THEN aS="The mobster's hsn 
ds cla»p firmly around your throat 
r»*eoSUB 1800 

20 70 IF p3!-34 T HEN. xS-"You try to kiLL f 
t but the wolf is too quick and it 
s teeth sink into yoor neck ! " :S0SU 
& 1300 

2080 PRINT"! see no need o1 violence her 
ei":«ETURW 

2090 IF p%<>41 THEN PRINT ir There isn't u 
ch point in doing that here! N :RE 
TURN 









2100 IF af<>1 THEN PRINr'You don't have 
anything sharp enough RETURN 

2t1fl If an=3 THEN PRINT "Net again[ M :RETU 
RN 

2120 sn-3:PRINT°I f It have to close my ey 
es uhiLst you dothis as I can't sta 
nd the sight of blood!" 

2130 g$(2BJ- M a nutUated corpse" : gSC21)= 
"a fresh hear t":RETURN 

?H0 IF pS<>19 THEN PRINr'You can't do t 
hat here! ,h :RETURN 

2150 IF a$=2 THEN PRINT'You 1 ve already d 
one that!": RET URN 

2160 PRlNT'tou fit the new heart into th 
e monster. You will need to sew it 
up now! M ;gS(8)=gi(8)+" (with a new 
heart fitted) 11 

2170 FOR x-1 TO 5 : IF vS<x)=g*t21) THEN v 

21&0 NEKT:as=2:RETURH 

2190 IF acO THEN PRINT" You have no thre 

ad i " : RETURN 
ZZ00 IF ac s 5 THEN P«INT bp Tqui ■ ve already it 
one that! 11 : RETURN ELSE IF as<2 THEN 
PRLNT lf You haven't fitted the heart 
yeti":RETURH ELSE ac=3 : PRINT"0,K- 
You sew the monster up!" : RETURN 
2210 IF pl<>19 THEN PRINT"Mhat an absurd 
suggestion!":RETURN ELSE IF ar<1 T 
HEN PRIMT M How are you going to do t 
hat f " : RETURN 
IZH IF ar=2 TH EH PRlNT"You have already 
attached the e L act rode s to the mons 
terE":RETURN 
223B PRlNT"You conr-ect the electrodes to 

the evil ■onster!":ar-2 
2240 FOR X=1 TO SsIF vS(i)-9$(23) THEN v 

S(k)= ,mi 
Z25B NE3(T;RETURN 
2260! REft *+ win game 

2270 CIS: PEN 1: LOCATE 6,2: PRINT "The ions 

ter sinks into the bog!" 
2280 LOCATE 1^1*: PEN 2;PRLNT ,h You have ri 

d the world of this *evi L creatu 

re for ever, yell Donei" 
2290 GOSUB 2640 

230B LOCATE 3,2fl:PEN 3 : PRINT" Would yoy L 

ike to play again <Y^N> ? " 
2310 aS=INKEU:aS-LOWER*(a*);IF aS= N y M T 

HEN RUN ELSE IF aS="n" THEN CL$;P£N 
1 ;PRINT"Goodbye Thank you lor 

playingi";END ELSE 2310 
2320 k=1:PEN 2 : PHI NT" P Leas e insert tape 

or disc now!" 
2330 OPENOUT "data" 

2340 FOR e-1 TO 46:PRINT#9 / qS(z):F0R d=1 

TO 4 : PRINTfl^sK Cz,d) :NE3(T 4 f i 
2159 FUR z=1 TO 5:PRINT#9yvi ii) :NEXT z 
2360 FOR z=1 TO 26:PRINTtf9,gltz] : PRINTS 

jr bKCz]:PRINTf9^S(x)sPRINm J nKC2]s 

NEXT z 

2370 PRINTS, aX,bS,C^dK,eM*,g£,hS,iS, 

2580 PRlN'#fl,aa / ab,at ,ad,Haft # af ^fl^ah,*!* 
a j .ak^a L / aa / an^ao J aPraq#a Nas ,at ^ au 

23f0 CL0S£0UT 

2400 PRlNT^Oata file has been created 

241B RETURN 

2420 k=1:PEN 2 : PR IHT"P Lease insert tape 



Page 66 



Am s trad Us«r April 85 



cr disc noif!" 
2430 OPENIN "data" 

2440 FOR z-1 TO 46:INPUT #9,q£(z):FON <J = 

1 TO 4:LNPir $%ti ^rj) ;NEXT d,z 
2450 FOR z-1 TO 5 : IMPl>F ffP, vt(i5 :NEXT z 



FOR z = 1 TO 24:I*PUl#P,&*fi):INPUT # 
9 # bX(x): INPUT U^n^z^INPUTf^nfcta 
):NEH 3 

INPUT (f9,aJS r b%,c*,dJ,*ai J ,f * # gX,h%,i« 

% fU'A f xl f y% f z% 

IN PU T #9 y a a ,ab,at,ad,ae,af , a{j y ah y ai 

y,av^au y 9K ,a/,ai 
CLOSE IN 

PR1NT M 0*K. " : RETURN 
afSslNltnS;flfl-LOWEPtS(af$):IF af*= M 
n" THEN CLSsPEH 1 :PRINT da Goodbre . . . 
Thank you far pUyi ng_": END 
IF afS="y" THEN GOSUI 232B:PftlNT M Da 
la file saved.': PEN 1 : PRINT - PR Iff T : P 
RINT ir Goodbye* Thank you for p Laying 
J 11 :END 
GOTO 2510 

GOSUB 1=333: IF r<>H THEN PRINT M You 

can't wear LS : AETUKN 
IF az<1 THEN Pi?INT"Yoo don't have t 
hen! " : RETURN 

IF *z> J l THEN PRINT"Yol are already 
Hearing themi" 

az-2:F0« x-1 TO 5:IF v$(x)=g*CU) T 




2U79 



2m 



2m 

2510 



252B 




HEH vtix)-"" 

2588 NEXT:g*(l4)= ,m 

2598 PRINT'C.K.^RETURN 

2688 &OSUB 1330; IF r<>14 THEN PHlNT"You 

srfn't wearing n ; LS:RETURN 
261* IF az<2 THEN PftlNT^Tou aren't weari 

ng t hem ! ri : RETURN 

2629 PRINT ,r They w*n p t come off your hand 
si": RETURN 

2630 DATA t7M?M26,47S, 379, 478,478,1? 
6, 379,358,319, 478,478, 426/379,35^,3 
19,478, 478,426, 473,319,478, 284, 478, 
253y4?8, 253, 284,3^,358, 379, 426,478 
,506,568 

2640 RESTORE 2630:FOR * = 1 TO 34 ; READ d:S 
OUND 7,d,20,7:HE*T; RETURN 



25 3* 
25 4fl 

2558 

2568 

2570 




Serious Software for the 



Ah/STRAD 



Database C.1801 
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Swr-ESi latrieves and manipulates dftWL with up to EOnelde, each wkh 
15Q characters -zaa maximum OE lOOO characters per card... up to 
records ava ilabJ*- Oil user dannatde card layouts ^0 qt 80 rxalumii 
mode., sorts i 'Heap method'?, alpl^betscauy onium&TK^Uy on subsets 
&f data in ANY fiald... uses macJiHW tod.* i-outinas... superhty documen- 
ted Wilh simple menu driven npeMitlOti,,. integrates w?th Report Generator 
program to produce standard maU-mesfgad form letters and Labels 

Report Generator C.1820 

Requites Database C-IBQ1 and allows you to pr esem a nd 
print date, m User defined EormnLrj 50 as >o :- 

1. Re-anange your rcoord layout Lo meet sp^ciftt printed 
retirements. 

2. Create sera of ituiulng list labels from database records, 
up tothiee across your printer 

3. Cieate document*; jjisprtjng merged fields mto tear, ^st 
EiJce ihe expensive wojef-pitfte shoes' 

4 Design field summaries for col limn ar presentation of 
tlnm, jsnd total any given column. 

&. Create any number of standard dotum*nts from one database ftle 

Home Accounts C1807 

The ultimate home &&rauntLng program team ring up to SOeipenduissfe allocations, 
compute! aidod bu-dget design- bfll churt-y of hudgeL^aciual incojne^spenditure... 
automatic warring if t>a.n)c cliatges likely... varied pjLmei loutJnes... and many other 
useful features G*mini r whose board of Directors includes 3 Chartered Accountants, 
ptoduca soma of the finest accounting software evet Wntlen, and ALL thetr e^|perlen<* 
and knowledge: have heen used to easui& that their Amstrad Home Accounta 
orostftrn wdl quickly estahsish itself as 'ihe bust in the business 




£19.95 



Market leaders for serious software for the 
BBC Micro, CBM 64 and Spectrum, Gemini's vast experience 
has been used to produce three brilliant programs for the 
Amst r ad , all designed to use its outstanding features , . - ■ ' \^'^ 
to the maximum ; . - J " \&^J^ 
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Gemini Marketing Ltd.. 

18a LiLtleham Road, Exmouth, 
Devon EXS 2QG. 

Tet. (0395) 26S165 
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mi 
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□ 
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In the last article we looked at a few of the more 
common Forth words, and also how a new word 
could be created. 

In this article I shall be covering the two most 
important aspects of forth-stack, and reverse 
polish notation. 

The Forth Stack 

Forth actually maintains two stacks which both 
work on the usual LIFO principle - Last In First Out. 
The PARAMETER stack is where all calculations and 
operations are carried out, whilst the RETURN stack 
is a conventional subroutine return stack where Forth 
stores various addresses and linkage information. In 
most other languages, apart front machine code 
programming, the operating system will take care of 
all stack operations leaving the programmer free of 
such worries. 

In Forth, however, it is the programmers 
responsibility to manipulate the stacks. This means 
that a little more thought needs to be given whilst 
programming. The advantage of this though, is that 
Forth will run a lot quicker than most other high level 
languages. 

Before taking a look at how the parameter stack is 
manipulated type in the following two new words into 
your Forth dictionary: 

: PEEK Cft CR 1+ SWAP 
DO I C0 . LOOP CR CR ; 

: .5 CR CR SPS) SB a OVER OVER = IF 
2DR0P . "EKPTY STACK"EL$E 
SWAP DO I 3 . 2 +L00P 
END I F CR CR ; 
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Don't worry if you can't understand them - you soon 
will, 

PEEK is similar to the PEEK in BASIC. It's used in 
the same way, to have a look at whats in a memory 
loaction. With this Forth version though all you need 
to do is to enter the start and end addresses of the 
locations that you would like to P E E K at, followed by 
the word PEEK. For example; to display the first 100 
memory loctions you would type: 

1 100 PEEK 

The contents of the first 100 memory locations will 
then be printed out. The second word is .S which is 
called 'print-stack' in Forth. This word prints out the 
contents of the parameter stack, and, most important 
of all, it will leave the contents of the stack unchanged. 
Most' of the difficulty in learning Forth will be 
centered arount getting the correct values onto the 
stack and in the correct position. .S as you will soon 
discover will be an absolute godsend to you. 
Failing to leave a space between words or putting in a 
space where there should not be one, is the most 
common cause of 'syntax* errors with Forth. 
Be careful with the fourth (!) word on the first line of 
.S. This is pronounced S-zero; it is the number 0 and 
not a captial '0'. Before starting, it would be a good idea 
to clear the stack (the stack 'pointer' is reset) by typing 
S P ! . If you type .S you should get the message FjMPTY 
STACK OK appear. Now type in a couple of number 
say 12 and 25. Forth first checks its dictionary to see if 
these numbers are words (some numbers are words) 
and if not, the numbers will be placed onto the stack - 
providing they are legitimate numbers. Type .S and 
you should get the numbers 25 12 printed out. 
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software that! 
hard to beat 




FROM THE COMPANY THAT PRODUCED AMSWORD/TASWORD 464 ("THERE IS NO BETTER 
JUSTIFICATION FOR BUYING A 464 THAN THIS PROGRAM" - POPULAR COMPUTING WEEKLY, 1ST 
NOVEMBER 1984) TWO ADDITIONAL PROGRAMS FOR YOUR CPC 464 AND DOT-MATRIX PRINTER. 



TASPRINT 464 The Style Writer 



A must for dot-matrix printer 
owners! Print your program output 
and listings in a choke of five 
frmpressive print styles. TASPRINT 464 
utilises the graphics capabilities of dot- 
rnatrix printers to form, with a double 
pass of the print head, output in a range 



FIVE IMPRESSIVE PRtNT STYLES 
FOR YOUR USE 



of five fonts varying from the futuristic 
DATA-R UNtothehand - writi ng sty I e of 
PALACE SCRIPT. TASPRINT 464 drives 
the dot- matrix printers listed below 
and can be used to print AMSWORD/ 
TASWOFtD 464 text files, TASPRINT 464 
gives your output originality and style. 



TASCOPY 464 
The Screen Copier 



A suite of fast machine code screen 
copy software for the CPC 464. Print 
higivresolution screen copies in black 
and white and also large 'shaded' 
copies with different dot densities for 
the various screen colours. 
TASCOPY 464 drives the dot- 
matrix printers in the list below. 



TASCOPY 464 
The Screen Copier 

/£9.90 



3»\ 



\ 



TASPRINT 464 and TASCOPY 464 
drive the following dot-matrix printers : 



Armstrad DMP 1 
Epson FX-80 
Epson RX-80 



Mannesmann Tally MT80 
Star DMP 501/515 
Brother HR5 



Epson MX-80Type III 

Available from good software stockists and direct from 



] SOFTWARE E 



Springfield House, Hyde Terrace, Leeds LS2 9LN. Tel: (0532) 438301 



If you do not want to cut this magazine |ust 
write your order and post to 

TASMAN SOFTWARE, dept. CPC,, Springfield 
House, Hyde Terrace, Leeds L$2 

I enclose ci cheque.'PO. made payable to 
Tasmart Software Ltd Oft charge my 

ACCE5&W5A number . 

NAM£ 



ITEM 



TOTAL C 



ADDRESS 



^pntf me [hi* fj^e T^&man Brochure describing 
your products the Amstrad CPC 464 frck here. 



□ 



The leftmost number is always the number that is on 
top of the stack ( referred to as TOS). Forth actually 
holds its numbers in 16 bits (2 bytes) on the stack. The 
range of numbers is therefore from -32768 to 65535. 
The Forth word "." (full stop) is used to print the 
number that is TOS as a signed number - from -32768 
to 32767. Numbers between 32768 and 65535 will be 
printed out in their two's complement form. If you 
wish to print the number out as an unsigned integer 
then the word U. is used. Forth can also handle 
numbers 32 bits wide giving a much larger range 
-from -2,147,483,648, to +2,147,483,647 but I shall 
not be dealing with these in this article. 

By using ,S you will be able to see the effects of the 
most commonly used stack operatives. These are as 
follows: 

DUP 

This word will duplicate the number that is presently 
TOS. Starting with an empty stack, if you enter 12 
D U P . S you will get 1 2 1 2 pri nted out. 

DUP is used extensively in Forth. When a number 
that is TOS is printed out, or a test is done on it, then it 
is removed from the stack. If you need to use the 
number again, which is often the case, then you must 
DUP it to keep a copy of it on the stack. The word 
2 DUP or preferably D D U P can be created which will 
copy a 3 2 b i t number that i s TOS a s fol I o w s: 

: DDUP OVER OVER ; 
DROP 

As its name implies, the number that is TOS is 
discarded. Try typing DROP . S and you should now 
see just 1 2 printed. 

SWAP 

To see the effect of this first enter another number 
besides the 12 that is TOS at the moment - say 19 . .S 
will now show 19 1 2 SWAP exchanges the value that 
is TOS (19) with the value beneath it (12). If you now 
enter SWAP . . S you should get 1 2 19. The two 
values have indeed been exchanged 

OVER 

This word duplicates the second value on the stack, 
onto the TOS. So if you enter OVER . S you should 
now see 1 9 1 2 1 9 . 

ROT 

This word brings the third item on the stack to the 
TOS. If you enter RO T . S now you should get 1 9 1 9 
12. 

Page 70 



The words just shown are the most commonly used 
words for manipulating the numbers near the TOS. 
There are other words which will be discussed later. 

It is considered good practice in FORTH to keep the 
total of numbers on the stack fairly small - one reason 
why is that most of the stack operatives only work on 
the top three stack numbers. If you have more than 
three numbers on the stack then the word PICK can 
be used. 

Unfortunately the version of Forth on the Amstrad 
does not support the word PICK. However, like 
everything in Forth - in you've not got it, then you can 
soon add it to the dictionry . To create PICK type: 

; PICK DUP 1 < IF /PICK value to SHALL ' 
DROP ELSE 2 * SPB + 8THEM ; 

To use the word PICK then type in the position of 
the number that you want PIC Ked from the stack. 
Fot example, if you had the numbers 12 18 and 3 0 
on the stack then: 

3 PICK 

would copy 30 to the TOS giving 30 12 18 30 on the 
stack. 1 P I C K would produce the same result as DU P 
f 2 P 1 C K would act the same as the word OVER. 

You may find it strange to say 3 P I C K as you would 
probably think that PICK 3 would be more logical 
(PICK the third item off the stack). This brings us 
nicely onto the infamous reverse polish notation 
which Forth is renowned for! 

In BASIC you would say: 

PRINT 8+4 

In Forth you say: 

8 4+. 

The Forth version appears to be 'back to front 4 -hence 
the name 'reverse', polish comes from some mathema- 
tician who came from Poland - its got nothing to do 
with what you put on your shoes!! 

It is also known as the postfix method, whereas 
BASIC uses the infix method. With the postfix method 
the operators come after the parameters. This happens 
to fit in nicely with the way that Forth manipulates its 
stacks, although it should be noted that most com- 
puters work with the postfix method, and waste much 
time in converting from infix to postfix. 

Looking at the above example then the values 8 and 4 
will beplaced on the stack, the operator is a Forth 
word which takes the top two items off the stack, adds 
them together, then places the result back on the top of 
the stack. The FORTH print word V takes the value on 
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TOS and prints it out. All very simple. One advantage 
of the POSTFIX notation is that it removes the need 
for parenthesis. Consider the following in BASIC: 

PRINT 3+4*5+6 

The answer is 29 ? but only because the **' operator 
has precedence over the H 1 operator. If you wanted to 
multiply the sum of 3 + 4 with the Bum of 5 + 6 ? you 
would have to say; 

PRINT (3 + 4) * (5 + 6) 

The sums in parenthesis are calculated first, giving 
the answer 77. 

In Forth you would say; 
3 4 + 56 + *. 

The answer will be the same,.. 77, with no paren- 
thesis needed. 

The effect on the stack is shown in diagram 1 , 

It may seem strange, but is is a more efficient way 
and you will soon get used to it. There are many other 
mathematical operators in Forth although I don't in- 
tend to dwell on them as there are many other things 
to cover. Experiment with the various operators, and 
use .S to see the effect on the stack. 

One interesting aspect of Forth is that you can work 
in any number base that you like - from 2 to 255 The 
word BASE is known in Forth as a 'user' variable. 
When you type BASE the address of the variable 
BASE is left on the stack. By setting BASE to a value 
you can work in any number base. H EX is a standard 
Forth word which sets BASE to 16. If you type HEX 
then all numbers input or output will be treated as 
Hexadecimal -there's no need to use the 



prefix as in BASIC! 

Binary (base 2) and Octal (base 8) could easily 
up by the following new words; 



: BINARY 2 BASE CJ ; 
: OCTAL 6 BASE C! ; 

The value to set BASE to is put on the stack first. The 
word BASE then places the address of B A S E onto the 
stack. Cf is a Forth word that stores the byte that is 
second on the stack to the address that is TOS. In effect 
it is the same as the BASIC POKE. Try out bi nary and 
octal and see their effect. One word of warning. If you 
are working in BINARY then any values that you 
enter must beinBINARY. Only the numbers 0 1 will 
be accepted. To return to the normal Base 10 then just 
type DECIMAL- another standard Forth word. 

Finally for this month, here is a useful new word 
which will take the number off the top of the stack and 
print it out in binary, decimal and hexadecimal, 
regardless of the current Base that you are working in. 
Make sure that you have also added the new word 
BINARY as this is used in the new word definition. 

Next month we will take a look at Loops such as 

REPEAT. . . UNTIL/ DO. . .LOOP, 

BEGIN., .while.. .AG A IN, andat the Forth 
control structures I F . . . E LS E . . . ENDI F . 

New word .N to print number on TOS as Binary, 
Decimal & Hexadecimal 

i 

: . N BASE C0 >R BINARY DUP CR CR 
- Jt BIN="L. CR DECIMAL DUP 
.'DEC=*ll. CR HEX DUP 
."HEX-"U. CR CR 
R> BASE C! ; 



Diagram 1 
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W ARM ASTE J£ 




SPECIAL OPERATIONS 



NEW 




* Graphic War/ 

adventure game 

* Multiscreen 

* 7 different 

objectives 

* infinitely 

replayable 

* maps, mazes etc. 

extremely well 
reviewed (Gilbert 
Factor 7- 
spectrum}* 

•£6.95 



RED COATS 



NEW 




ail graphic 
Warflame 

1 or2 players 



■ 5 different 
battles 

• create your own 
battle option 

•£6,95 



ALSO AVAILABLE 

JOHNNY REB£6.95 

(1 or 2 player all graphic Wargame) 

AVAILABLE FROM selected branches of John 
Menzies, G ran ad a, Co-ops and other good software shops 

OR Send to: Lothlorien, 56a Park Lane, Poynton 
Cheshire SKI 2 1 RE Tel: Poynton (0635)376642 



- -X 



Please send me 



r 

CoPfl pUtC" r ,„„„„„„.. ijjjjj ni ■» • ™ miiiiniiiii 

' I enclose a eh ftque^.O. pay abl e tu M C Lolti I q rien. 
| Pflesse d e bit my Access Accou nt No 

I Signature - «- 

. Namfi. .,, .. Address ...^ , 

REFAU/1 - Postcode - 

I Overseas A j rmair Pleese add Sup in E urepe, all othe rs £ 1 5G PER ORDER 

I LottihKiein, 56a Park Lam, Pdyrton, Cheshire 3K12 1 HE Tel : Ponton (0fi25 r B7fi64? 

I 



E3 



TIMATIC SYSTEMS 



Registered Office 

NEWGATE LAND, FAREHAM, 

HANTS. P0141AN 

Tel: FA REHAM (0329) 239353 



Safes Repairs 

FAREHAM MARKET 
FAREHAM, HANTS 

Tel: FAREHAM (0329) 236727 



TIMATIC SYSTEMS now stock the full range of 
Software and Hardware for the CPC464. This 
includes full RS232 Interface, with Software on Rom. 
Option for extra Rom's ie, Forth, Pascal, Modem etc. 
Parallel upgrades to BBC available (type user port). 
Max am assembler on Cassette, Disc and Rom. 
Timdisc 5 1/4" 2nd Drive, provided wth Utilities 
Disc's. 

Printers available: 

Shinwa, Epson, Brother and DK Speech Synth. 

Now over 1 30 Cassette titles in stock, over 90 of these are available 
on disc. 

Send large stamped addressed envelope for details. 



3" COMPACT FLOPPY DISCS 
FOR THE AMSTRAD DD I DISC DRIVE 
AT DISCOUNT PRICES 



Ideally suited to the Amstrad disc drive, the rugged 
Hitachi HFD-2 discs are made to a very high standard, 
and can be used on both sides r each side having a 
selectable write protect switch 



Price Per Box of 10, including carriage: 

1 -3 Boxes £37.80, including VAT £43.47 
4-9 Boxes £35.1 Q, including VAT £40.36 
10-19 Boxes £33 75, including VAT £38 .81 
20-49 Boxes £32.40, including VAT £37.26 
50+ Boxes £2970, including VAT £34.1 5 



Please send cheque with order to: 

CAMBRIAN SOFTWARE WORKS 
Unit 2, Maenoff eren, 
Blaenau Ffestiniog, 
Gwynedd. 

Tel: 0766831878 
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UTILITY | 



MACHINE CODE 

ACTION 



1: SIMPLE SPRITES 




This is the first of three articles in 
which I hope to introduce you to the 
delights of machine coding on the 
CPC 464, Delights?? Oh, yes! Machine 
code is harder to use than BASIC, but 
the dramatic improvement makes it 
well worth the effort. In this issue, we 



will tackle the routines needed to put a 
single character 'sprite' on screen and 
control its movement from the 
keyboard. Later, we will come to other 
routines and combine them to make a 
shoot-em-up game. Machine code is 
essentially about handling numbers, 



storing, comparing and manipulating 
them, and about controlling the 
program flow. The Z80 chip, the heart 
of the CPC 464 p processes these 
numbers through the registers. There 
are 2 blocks of the&e h each containing 4 
sets of 2 bytes. 



Figure 1 








LD BC, 652*0 


L&*d B+25d*2^5 into the B( rtgisttr 


if 


DEC BC 


ftt-BOl 


ia 


Lb B 


Laid A *i th the nuibe* in B 


177 


OR i 


0R the nunber in k iltti lite nuiber *r> c 




JR NZ,-5 


iuip bat* S it Nd t ie^ 



A F 

B C 

D E 

H L 



A' F' 
B' C 
D' E' 



The alternate registers { A'F'jetc) need 
not concern us - they are mainly left for 
the machine's own use. The registers 
can be used singly to store 
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Figure 2 










LD HL, 12,20 


Put 1Z int* 


L and 20 into H 


?BS, 1 17,1*7 


CALL IBB7S 


CaLl up the 


TXT SET CUfiSOft routine 


82^2 


Ll> A, 42 


Load A with 


th< s$di for 


205,93, 13 T 


CALL 


6#H up tlie 


TKT tfR C H A k rouiine 



onebyte numbers (0-255) f or in pairs, 
BC, DE or HL to store larger numbers 
(0-65535), The A register, also called 
the accumulator, is rather special This 
is where most of the arithmetic is done, 
and where numbers most be placed 
before they can be compared with other 
numbers. The F register is also 
unusual. The bits of this byte are used 
as FLAGS to signal what is happening 
in the accumulator. You can see the 
registers in action in Figure 1. It's a 
delay loop -see if you can spot it one the 
main listing, The first column contains 
the numbers which need to be POKEd 
into the memory; the second shows the 
Z80 mnemonics, the half-way house 
between words and numbers that is 
used by an ASSEMBLER. 
The largest number that you can put 
into a byte is 255, &FF in Hes, or 
llllllli in Binary. For bigger 
numbers you must use a pair of bytes ? 
and the second byte is worth 256 times 
its face value. Just to make life 
difficult, the second byte ( the big one) 
is loaded into B (the first of the pair), 
and the least significant byte into C. 
The DE and HL pairs work in the same 
way. Notice how some assembler 
phrases f DEC BC; LD A n B! translate 
into single code instructions. This 
makes for compact programs, but 
means that you spend a lot of time 
looking up codes! OR C needs some 
explanation. When you OR the 
accumulator with another number, 
each bit is compared with the 
corresponding bit of the other byte, If 
either, OR both of the bits is set to 1\ 
then that bit in the accumulator 
becomes T. 

1 E t B 1 0 1 0 Accumulator at start 
OR C 1110001.1 Number from C 

111(101 1 Accumulator at end 

The effect of OR C is this: even when B 
has been DBCremented down to zero, 



as long as there is something left m C t 
the accumulator will not reach zero. 
When it does, the Zero FLAG will be 
set, and this is what the last- 
instruction is checking for. If it is Non 
Zero, then a Jump Relative takes place. 
Here the jump is 251 T which is a 
backwards jump, equal bo 5 places 
(256-251=5), and takes the program 
back to the DEC BC instruction, 

38 BEAD a: If u^m fitfl FPU M: a = d + 1 : GD'fl II 

41 nn 1,|,JS*,t1, 121,177 ,3Z,2il,*H,«» 

51 PRINT n s5i-r 

6fl [ALL 4&I81; S-EH -uft i»t latM^ Eodt Willi n.f 

7* PRlUT ■>nd p 



see two extra numbers there. 201 is the 

code for RETurn to BASIC. Miss this 

out at your peril! 999 signals the end of 

the code numbers, The last three lines 

serve to show how T little time it takes 

for the machine to count from 65280 to 

0. Trv it in BASIC to see the difference, 

The next routine brings in a new 

element - the use of the FIRMWARE 

routines that are present in the ROM. 

Amsoft publish a complete guide to 

these which tells you what the routines 

do, how you can control them and how 

they affect the registers. We are using 

two routines in Figure 2 - TXT SET 

CURSOR, which sets the print 

position, and TXT WE CHAR, which 

prints a character on the screen. 
Change your practice program to see 

how this works. 

40 DATA 33,12,20,205 ,117,187, 
62,42,205,95,187,201 ,999 

You should have a at Row 12, 
Column 20. 



Figure 3 






62,66 


LD A, 66 


key code for ESC 


205,30,187 


CALL SBB1 E 


KM TEST KEY 




Jft 2,-7 


Jump to start H key not pre$$ed 


231 




RETurn to Gasi c 



Start by moving the top-of-BASIC 
down to create a safe place in which to 
POKE the code numbers that are 
READ from the DATA line. You will 



Those two firmware routines are 
used in the main sprite program given 
below, though there some extra 
instructions are needed. When you use 



Source Code 


Listing 






Lfr HL, 1 2, 2-e 


Initiil position 




LO A,f 


Initial direction <■_ 




PUSH HL 


Start Gf nain loop 




PUSH AF 




2ii;»i7,ii7 


[ALL IBB 7 5 


m SET CURSOR 


2*1 


POP 4F 




245. 


PUSH *F 




198,249 


IDG 1,240 


graphic codt 




CALL 


Print 


1,0,12 




Start Fihgrt delay 


11 


DEC BC 




120 


LD A, 8 




177 


®R r 




32,?5t 


Jfi NZ,-S 


loop fejatk i * Hbtt it r -!> 


241 


POP IF 






Pflr" HL 


only HL actually wanted 


?29 


PUSH HL 




2*5 


PUSH AF 


th.i next call corrupts IF ! HL 
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TXT SET CURSOR, or any other 
CALL, you hand the registers back to 
the machine, and sometimes it uses 
-and corrupts - them. If you are going to 
need that data later, you must store it 
safely out of the way before the 
firmware CALL, Lets look at the first 
few lines of the assembler listing for 
the sprite routine. 

Lb HLjT^ZI ffittU I Bfriltlflnnf ipM te 

L E hj| Initii L cud* Fnr iprltfnihfB-tTlort 

PUS ii KrL Put HLo-HGr f hi * 1 #i k , i n r t J t#- k t*p i ng 

■= .'in A F Star* «F ? he iiiEwajf 

CALL mi 5 T¥T %i T C'JJ SDH 

P DP ii fitt \ t c A vi Lilt- bft E i 

P a J3H AF And £ t a p# 141 in 

* bQ * ,■ Z4i tcn-uf r 1: r, b a ^ I f z 1 an c odi i nt-o (|rr iph 1 c c nd* 

l£M.L tBS j D PfiENI th«^r!ph1« 

The STACK is a safe area of memory 
for temporary storage, used on the 
LIFO principle - Last In, First Out, 
Keep track of the stack! Careful 
management is needed here to make 
sure that the numbers you POP off it 
are the ones you want. Notice that the 
registers are PUSHed onto the stack in 
pairs. If you want to store A, you must 
PUSH the AF pair. The sprite program 
uses one other firmware call - KM 
TEST KEY. This tests individual keys, 
in much the same way as the Basic 
ENKEY(') function. See how it works 
with the example in figure 3, It tests for 
ESCape, you should include a routine 
like this in all your programs when you 
are first developing them. Machine 
code is not user-friendly t and a wrong 
instruction can easily lock you in an 
endless loop. (Its also very easy to force 
a raid restart by mistake, so do save 
your work before you run Ihe code,} 

We can now draw these elements 
together to create a simple sprite 
animation. Four graphics, defined by 
the SYMBOL lines in the Basic listing, 
represent a spaceship pointing in 
different ways, The code for the 
direction is managed by the A register, 
and can be 0,1,2 or 3 ( up f right, down 
and left). By adding 240 to this you get 
the code for the graphic. The ship's 
position is managed by the HL register ; 
where L stares the Row number, and H 
the Column. There are three key 
controls. The up arrow moves the ship 
forward, and the right and left arrows 
produce clockwise and anti -clockwise 
turns. Break out of the routine using 
ESC, 
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DUCKWORTH ADVENTURES 

COLOSSAL CAVE ADVENTURE 

by Peter Garrard 
The origins] and best mainframe advemur e, now available tor the Aitaoad 
and CoiTLmodare 64. Undike other versions, This garr.e follows The ongirnl 
layaur, complete with ail the infuriating traps and bewildering mazes, iw* to 
mention the TrpU, rh& Dragon, the Pirate qt ihe mysterious shadowy Eig«jie. 
Yqu can't call yourself an adventurer uniiJ you have conquered this mammoth 
(ruest! As a concession to the faint-hearted, you ate allowed to resurrect 
yg-ur$ell iwice. £7.95 

ISLAND ADVENTURE 

by Peter Gerrard 
The setting for [his fasciriating adventure g«:ne foi the Commodore 64 is a 
desert island, on which yon are stranded. Try to find your way olF The island, 
avoiding mongers and other hostile ixiha^iiaTits arid uoUectung treasurer. 
There is an option to save the current game status on tape. The game wiU 
accept a wide variety of words and is originally responsive. E7.96 

MOUNTAIN PALACE ADVENTUKE 

John D. Ryan 

This devious adventure- for the Amflxad and Commodore 64 is set m a 
long-last palace in a distant land Yau have heard nimours of the vast weatth 
to be gained by anyone brave enough to enter the palaoe. Unfortunately, the 
taslc turns out to be more difficult iharL you imagined, as the palace has some 
sinister inhabitants. Even the palace seems to have a mind of its own! There is 
an opiion to save your progress on tape at any time. £7.95 

CASTLE DRACTJLA 

by Ray Dairies 

Available for the Amstrad, BBC 32K and the Commodore 64, this game starts 
in a deserted village, overshadowed by Dratula's sinister castle. Your 
mission is to enter the castle and serve His r^arescerKJe a well prepared 
stake. There are many useful objects to bt? found along the way, and from 
time to time the program can be persuaded to give you hinis. There are 100 
Spcaiions to explote and you have the option to save your progress on tape ai 
any time. £ J.9& 

Write in for a descriptive catalogue (with delaiisofcass^tissl 




VISA 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW '. 7DY 

T«L 01-485 34£4 



FORTH 

i 

As a prelude to the release of 
multi-FORTH 83 we are selling a 
fig-FORTH for the CPC464 on cassette 
tape. Purchasers will be able to trade 
in their tapes when multi-FORTH 83 
becomes available. 

Write or Telephone for more details to: 

SKYWAVE SOFTWARE 

73 Curzon Road 
Bournemouth 
BH14PW 
Telephone 0202-302385 



VISA 



MONITOR EXTENSION MODULE 

Computers Today 



AMSTRAD stc 

TOP 50 Amstrad Titles 
always In stock 



SEPARATE MONITOR AND KEYBOARD 

by up to 1 .5 metres. 





1 

2 



MAILORDER 

3 1 Market Sq 
Bromley, KENT 

Tel 01 290-5652 

Access & Visa 
Welcome 



PLUGS directly into existing wires 

Enables monitor to be placed in a 

more convenient position for word processing 

MAKES positioning moniter on ADJACENT 
SHEL possible 



£4 




— — 




inc POSTAG E & PACKING [ Trade enquire welcome ] 
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** The CARRY BIT is one of the 
flags if an accumulator action needs a 
'borrow 3 then the Carry bit is set. This 
can happen in subtraction and in 
checking if the accumulator number is 
smaller than the other. Here the Carry 
bit would be set by the subtraction if A 
was already at zero: 

*** Notice that there are two main 
types of jump. A Jump Relative takes 
the program forward P or back by a 
given number of bytes Relative to the 
current position. A Jump Positive 
takes the program to a fixed address. 
Relative jumps are easier to handle 
because you can move a routine to a 
new area of memory without having to 
change them. However, the maximum 
jump k only 127 bytes in either 
direction. Up to 127, the jumps are 
forwards, but if bit 7 ie set ( i + e, the 
number is 128 or more) then the jump 
is backwards. JR 240 means jump 
backwards 16 (256-240) bytes, These 
16 include the two bytes of the JR 
instruction. 

Here's the BASIC listing figure 4 
which will create the machine code 
routine, and the graphics characters, 

Key in the program - you can miss out 
the rem*s -and check each line twice as 
you go. Save it before you make a trial 
run. When it's working properly^ try 
your own variations. Change the 
numbers given to EC at the start of 
delay loops. Use different keys for your 
controls -you will find the codes in 
Appendix HI, page 16 of the manual. 
Define your own graphics. You can 
even convert the program to make a 
crude sketchpad. Instead of printing a 
space to wipe out the graphic print a 
block instead. 

This is a very simple sprite routine. In 
the nest issue, we will tackle the 
techniques needed t*) move larger 
graphics smoothly across backgrounds 
-true sprites. 





1 p, 1 J 

LD L, 1 






1 Wi M U 

LD A , H 




nr r ji 


r □ la 


□ T T 16 T t 7 


»i< 






3S,M 


LD H,ftfl 


tout Eg right edg? 






juRp lo end 




CP 41 


dff right? 




JI HI ,2 






LD H,1 


■eve to left edge 


ail 


rPQP ftF 


tidy up the stacic 




JP 43H5 


j UHP to 5t-art naip> LdOp 



Basic Loader Program - figure 4 



10 'sprite starter routine 

29 start = rilflEH-166 : ' routi ne can be moved 
19 SEHORIT start-1 

4<0 a-start 

5* REAP- b: IF bo 999 THEN POKE a,b:a=a+l i GOTO 5 IS 

51 lo=UHTCstart+5) AND IFF 

52 hi=£atart+5)/256 
55 POKE s,Lo 

57 POKE a+1,hi 

63 DATA 33^12^20,42,0,229,245 

70 1 set Lip I store H L £ A values 

30 DATA 2B5,117,1*7,2A1 ,245 ,19a,240,2(!5,93,ia7 
9B 'set cursor t print graphic 

100 DATA 1,0,12,11,120,177,32,251 
110 4 delay 

120 DATA 241,225,229,245,205,117, 187,62, 32,205,93,187 

130 'print space to erase 

140 DATA 62,0,205,30,187,40,26 

150 'test C_] key - juip if rot donn 

160 DATA 241,225,254,8,32,3,45,24,15,254,1,12,3,16,24,8,254,2,32, 

3,44,24,1,37,229,245 
170 'check dirEcticn & adjust HL vaLue 
130 DATA 62,1,295,38, 187,40, 1* 
100 'test t->] key - jump if not down 

200 DATA 241,196,1,254,4,32,2,6 2,0,245,1,0,52,11,120,177,32,251 

210 'adjust A vaLue then delay 

220 DATA 62,6,205,30,187,40,16 

230 'test [<-] key - jump if not down 

240 DATA 241,214,1,48,2,62,3,245,1,0,32,11,120,177,32,251 

250 'adjust A value I delay 

260 DATA 62, 66, 205, 30, 1B7, 40, 3, 241, 225, 201 * 

270 "test ESC key - return if daun 

230 DATA 241, 225,245, 125, 254,fl,32, 4,46, 25, 24,6,254,26, 32, 2,46,1 

290 'check H in range - adjust if not 

300 DATA 124, 254, 0,32,4, IB, 40,2^,6, 254, 41 ,32,2,36,1 

310 'check L & adjust 

320 DATA 241,195 

539 'go- back tc print line 

340 DATA 999 

350 'and of code data 

3fi& 1 trap-hies 

379 5M80L 240,16,56,56,56,124,124,196,130 
360 SYMBOL 241 , 192, 1 12, 62,31 ,62, 1 12, V92,fl 
39ft STHBOL 242,130,198,124,124,56,56,56,16 
400 5TRBQL 243,0,3,14,124,248,124,14,3 
410 CLS : CALL start 
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FEATURE 
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Amstrad Real-Time 
Clock & Diary 



Part 1: The Hardware 



pst computers these days have internal timers 
which can be programmed to display the time on 
demand, but they cannot tell you what day of the week 
it is and whether or not your library books are 
overdue! This low*cost project describes a real-time 
card which has battery back-up and plugs into the 
CPC 464 expansion port. Its applications include an 
electronic diary, document dating and expiry -date 
checking in business, and long-period thiming in 
science. 

Choosing the Chips 



to the high cost of some TTL chips, the 
clock/diary uses a design which reduces the chip count 
to just four devices. The timer and the Random Access 
Memory (Diary) are naturally CMOS since they need 
to be powered by a small battery when the normal 5V 
supply is removed* The interface logic uses that 
ubiquitous chip, the Z80 PIO, and it uses special 
software to communicate with the slow-running 
CMOS chips. The CMOS RAM, for example, is not 
"seen* directly by the computer, but instead is READ 
and WRITTEN in serial fashion, with a CMOS counter 
selecting the required memory locations* 
The MM5S174 seems to be the most useful of the 
various clock-chips available at the moment and it 
won't strain the bank account too much either. It has 
the proper timekeeping facilities - 24 hour clock and 
leap-year calender - but there is no on-chip memory 
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+ SV 
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Some of th e timer chips also ha ve a certain amount of 
scratch-RAM built into them and although this is 
enough to store a few alarm- time values it isn't 
sufficient for the storage of multiple dates and events. 
Figure 1 shows the pin designation of theMM58 147. 



Figure 1 

MM5HL74 Pin Designation 



NRDS 

NURS 

D8i 

L:-3_ 

DB1 

GNft 



SELECT 


1 ^ 16 

2 15 

3 14 

4 13 

5 5&174 12 

6 11 

7 10 

8 9 































Vdd 

XtaL 

Jttil 

Interrupt 

Afl 

A1 

hi 

A3 



The CMOS RAM presents no problem since the 
industry standard 6116 2K X 8 chip fits the bill 
perfectly. It has TTL compatiable inputs and outputs, 
and a standby power dissipation of onl y lOOuW, 

Controlling the MM58147 

When the chip is first powered up it is necessary to 
enter the correct data into the device registers and 
start the clock running. The clock's 4 bidirectional 
data lines? are used to pass BCD data to a correctly 
addressed clock register and in this manner all the 
internal counters are set to the desired time, (See 
figure 2,) When the time-keeping registers have all be 
set, the clock is started by sending a high on DBO to 
register 14. Conversely a low written there will stop 
the clock counting. Incidentally, all starts reset the 
seconds counter to zero. 

By some strange oversight there is no readout capa- 
bility on the leap-year status register, so the micro 
can't tell if the current year is a leap 
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FlEf 


TJTfi 2 Tntprrml Kpfri 




No 


N s me 


Mode 


0* 


Not used 




1 1 


Tenths of sec 


R 


2 


Units of sec 


R 


3 


Tens of sec 


fl 


4 


Units of mins 


R/U 


5 


Tens of roins 


R/W 


! 6 


Units of hours 


R/W 


7 


Tens of hours 


Ryu 


8 


Units of days 


R/U 


V 


Tens of days 


R/W 


10 


Day of week 


R/W 


11 


Units of month 


R/W 


I 12 


Tens o1 month 


R/W 


13 


If ears 


u 


U 


Stop/Start 


w 


15 


Interrupt 


R/W 



Address 



Obviously one of the first pieces of information that 
will go into the CMOS RAM is the current year and a 
<( flag ,> to indicate whether the year is a leap year or 
not. 

Reading the clock is simply a matter of reading a few 
of its registers, but a single READ is unwise. This is 
because a timer register might be updated during the 
actual read operation, and when this happens the 
MM58147 will deliberately signal an illegal BCD code 
of OFhex, 15 decimal, A value higher than nine is con- 
sidered illegal on the BCD (Binary-Coded-Decimal) 
scale. This enables the software to look for (and thus 
reject) a faulty READ. 




the Clock on the Map 

Findingjust over 2K of spare memory space is often 
rather difficult on the more modern home computers, 
and the CPC 464 is a good case in point. However, 
since both the cock and the memory are simply 
data-holding devices, they can be mapped onto the 
computer's I/O map. Addresses have been put aside for 
user peripherals and if the A 10 line is taken LOW to 
enable the interface, lines AO to A? can be used for 
decoding duties. 

The prototype used bits A3 and A4, giving the 
addresses: 

1098 7654 3210 



+ + + 



1111 1011 1110 0111 

1111 1011 1110 1111 

1111 1011 1111 0111 

1111 1011 1111 1111 



FBE7 Port 1 

FBEF Port 2 

FBF7 Port 3 

FBFF Port 4 



The four ports of the PIO are as follows: 

FBE7 Port 1 DATA IN/OUT PORT A 
FBEF Port 2 DATA IN/OUT PORT B 
FESF7 Port 3 CONFIGURE PORT A 
FBFF Port 4 CONFIGURE PORT B 



on 
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The PIO is the fast "A" version needed to run on the 
computer's 4MHz clock. At switch-on the PIO 
automatically enters a reset state: the data lines are 
set to nigh impedence and both port output registers 
are reset. The chip hasn't got a reset pin as such, but 
the makers have included the function so that it is 
possible to synchronise a PIO reset with a computer 
reset. To make ue of this facility, the Ml (machine 
cycle one) signal must be passed through an AND gate 
(one quarter of IC5). You could probably pass the Ml 
signal directly to the PIO and do without this reset 
facility, but one of the other AND gates is a handy 
buffer for the timer's INTERRUPT output, so I think it 
is worth including. What the AND gate does is deliver 
an Ml pulse without the presence of a RD or a IORQ 
signal, and the internal workings of the PIO recognise 
this as a reset command. The PIO needs setting up 
before it can communicate with the clock and the 
diary, but that is a task for the software. 

The clock's oscillator is formed by an on-chip 
inverter/amplifier with bias resistors and capacitors. 
A standard 32.768 kHz crystal is needed across pins 14 
and 15 and it is recommended that a 5-65pF trimmer 
be used to fine tune the oscillator, Vdd is connected to 
the battery supply line and the chip will maintain its 
data in standby mode on voltages down to 2,2v. 

The memory chip (IC3) is enabled by the PIOB7 line, 
but only one byte of this 2K chip is immediately 
accesible. The byte which is accessed is determined by 
the count on IC4, the CMOS 4040, which has its output 
pins connected directly to the address lines of IC3 . A 
pulse from PIO B2 resets the counter, while a pulse on 
BO increments the counter. Thus the memory chip can 
be accessed in serial fashion, one byte at a time, IC4 
needs a low-going pulse to increment its counter but a 
high-going pulse is needed to reset it. 
The 5 volt rail is capable of supplying the 1mA 
needed to tricle charge the small NiCad battery which 
provides a nominal 3.6v standby voltage to IC2 and 3. 
SW1 and SW2 "write protect 1 ' the two battery 
powered chips so that if by chance some spurious 
pulses come through on the WR line and on a CE line 
at the instant when the mains-derived 5V is switched 
off, data in a memory byte or timer register wouldn't 
be corrupted. Switches SW3 and SW4 deselect the two 
chips totally, and should be open-circuit whenever the 
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board is moved about , 
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WR 
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BUSRESET 
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CLOCK 



Construction 

There are just one or two points to bear in mind when 
building this card. Three of the ICs are CMOS and two 
of them are expensive so take extra care with them 
until the board is fully built. They should of course be 
the last items to go onto the board, and they must go 
into IC sockets, The best way to bend the pins prior to 
pushing the chips into their sockets i s to lay the IC on a 
sheet of kitchen-foil and exert the necessary pressure. 
Be sure to ground yourself and the foil by touching a 
cold water pipe or tap! The suggested type of NiCad 
battery solders onto the board, and you may find that a 
small-bit soldering iron has insufficient heat to do the 
job, As an alternative, you might consider using a pack 
of three A A size NiCads in an off-board battery holder, 
Note that the orientation of the ICs is not uniform on 
the FCB version of the board. Ribbon cable connects 
from the board to a 25 X 25 way connector which 
MUST BE FITTED CAREFULLY to the Amstrad 
Tloppy Disc" port. If you cannot get a 25 X 25 way 
connector with a polarising key between position 11 
and 12 (pins 21 and 23) then you must mark the edge 
connector to show which way round it fits* All the 
"Floppy Dis<;" port signals are shown in figure 01. 
-they are of course the standard Z80 CPU signals. 

The BASIC routines that handle the machine code 
are straightforward and use small areas of RAM at 



&9270 to pass values to and from the machine code. 
They are written with a view to clarity rather than 
elegance, and can be incorporated into your own 
programs in a suitable amended form. How you deal 
with the 2000 or so bytes in the 6116 RAM will rather 
depend on how you are using that chip: as a diary store 
for characters, or as a back-up store for bytes of data. 



Figure3 


Year Status Register 








DB3 DB2 DB1 


DBfl 


Leap year 




1 0 


0 


Leap year 


+1 


0 1 0 


0 


Leap year 


+ 2 


0 0 1 


0 


Leap year 


+ 3 


0 & 0 


1 


This register is a shift register and the contents 




are rotated to the right every 3 1st December. 





Figure 4 


Interrupt Read/Write Register 


Funfion 


DBS DB2 DB1 DBfl 


No interrupt 


0 0 0 0 


Interrupt at 


60sec 0/11 0 0 I 




interva Ls 


Interrupt at 


5.0s 0/10 1 0 




intervals 


Interrupt at 


0.5s 0/1 0 0 1 




intervals 


Write mode: 




DB3=0 single interrupt DB3=1 repeated interrupt 


Read mode: 




DB3=B no interrupt DB3=T interrupt given 



Component List 

IC1 Z80 PIO 
1C2 HM58174 Timer 
IC3 6116 2K RAM 
IC4 4040 CMOS Counter 
ICS 74LS08 AND gate 
R1 ,R2,R3,R4,R5 
R6 

C3 ?00nF 
C2 10uF 
C1 5-60pF 
XI 32.768kHz Crystal 
01-3 1N4004 Diodes 
NiCad 3.6v 
SHI- 4 DIL swi tch 
Four IC sockets 40,24,16,16 
25 X 25 D.Tsocket 
Ribbon cable 
p . c » b ■ 



10K 
1K 

Disc ceramic 
Tanta I. urn 
Tr i mme r 
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Circuit Diagram 
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All of the parts used in this project are 
available. The best places to try are: 

Watford Electronics 
250 High Street 
Watford 
Herts 

(0923)40588 



or 



a, 



Cirkit Holdings PLC 
Park Lane 
Broxboume 

Herts 

{0992) 444111 

Please 'phone to check availability. 
The P.CB. costs £2.80 and is only 
available from : 

Edwardschild Ltd. 

28 Shenfield Crescent 

Shenfield 

Esses 

CM158BN 

(0277) 216433 



Foil Pattern 




Component Overlay 
I 
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A Brief Discussion 



Roland Perry looks at some more ways 
to get more from your disk system. 

The Amstrad DDI-1 disc interface provides two 
operating environments, AMSDOS and CP/M . A high 
degree of compatibility is provided for files so that they 
may be used in either environment. CP/M uses the 
character &IA (■ Z) to indicate the end of file and 
therefore AMSDOS must take account of this. 
Unfortunately, MERGE or CHAIN MERGE of normal 
(internal format) files by AMSDOS is likely to abort 
early with an 'EOF met' error if a &1 A character is 
found. 

The patch published below intercepts the firmware 
entry C A S_I N-C H A R to stop &1A being treated as 
end of file. Before accessing a file using an OPENIN 
the original contents of the jumpblock should be 
replaced. This will restore the EOF action. Simply 
issuing a 



m 

110 
120 
130 
140 

150 
160 
170 
180 
190 
200 
210 
220 
21% 
240 
250 
260 



(Part 2) 



R EH 

REN Work-around to allow MERGE 
of internal format files 
REN under AMSDOS when using BASIC 
Version 1.0 

REM developed by 

Locomotive Software, Nov 1984 
REM 

MEMORY MIHEM - 41 

DEF FNmsb(a) = &FF AND INT(a/256) 
DEF FNLsb(a) = IFF AND UNT(a) . 
FOR i = HIMEM+1 TO HIMEM+38 
READ byte: POKE i /byte 



280 
290 
300 
310 
320 
330 
340 
350 
360 
370 
380 
390 



POKE HIAEM+ 3, FNLsbCHIHEH+39) 
POKE HIMEM+ 4, FNmsbf HINEH+39) 
POKE HIHEM+ 9, FN Lsb(HlHEM + 41 ) 
POKE H1MEH+10, FNmsb(HIHEM+41 ) 
POKE HINEM+18, FN Lsb ( H I M Efl+ 1) 
POKE HIMEM+19, FNmsb(HIMEM+ 1) 
REM CASEIN-CHAR - &BC8S 
POKE HIMEM+39, PEEKUBC80 + 0) 
POKE HIM'EM+40, PEEK(fiBC80 + 1 ) 



POKE HIMEH+41 
POKE &8C80+ 0 
POKE 8BC80+ 1 
POKE SBC80+ 2 
DATA &e5,&2a, 
DATA &3a,&00,S00,&32,S82 
DATA &cd,&80,&bc,g21,B00 
DATA 822,fi81,&bc,821 / &&0 
DATA &36/&c3,&e1,&d8,&c8 
DATA fi37,S3f ,£c0,Sc7/&37 



PEEK<fiBC80+2) 
&C3 

FN LsbCHIMEM+1 ) 
FNmsb(HIHEH+1 > 
,g00,822,&60,Sbc 
&bc 



Sbc 

&f e,&1a 
8c9 



It is fairly straightforward to arrange for a BASIC 
program to detect if a DDI-1 disc interface is installed 
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This is particularly useful in order to verify filenames 
before passing them to AMSDOS, which does not like 
null or over-length filenames. Another application is 
to allow the program to offer the user a choice of Tape 
or Disc for loading or saving, where appropriate. 
The test is performed by setting up an ON ERROR 
routine and then deliberately trying to provoke an 
error 28 (Unknown Command) from the otherwise 
innocent external command I DISC. If the error 
occurs then there cannot be a DDM installed. The 
lines of below, extracted from a typical program, 
illustrate this action. 

10 discinstalled=<1=1):0N ERROR GOTO 20: 

I DISC: GOTO 30 
20 IF ERR=28 then di sci nsta L Led=( 1=0) : 

RESUME NEXT * 
30 ON ERROR GOTO 0 



500 IF discinsta L Led then 540 

520 INPUT "Filename, or [ENTER] for next 

on tape",f$ 
530 GOTO 580 

540 INPUT "Tape or Disc (T/D)",td* 

550 IF UPPER$(td$)="T" then 520 else if 

UPPERS< td$)<> H D f ' THEN 540 
560 INPUT "Fi Lename",f$ 
570 IF fS = "" THEN PRINT "Invalid 

f i lename":GQTO 560 
530 OPENIN IS 
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ST EVER MULTI-ROLE ARCADE ADVENTURE 

Includes Hit Single on reverse "Everyone's A Wally" performed by Mike Berry 

Spectrum 48K £9.95 
Commodore 64 £9.95 

Available Shortly on Amstrad CPC 464 44 The Broadway, Bracknell, Berks. 0344 427317 




Writing Adventures 



Adventure games are 
becoming more and more 
popular as time goes by. 
Perhaps this is because the 
average age of the computer 
user is increasing, or that 
'zap-em 1 games lose their 
appeal after the main 
variations have been tried! 
Whatever the reason, a 
game requiring logic and 
deduction offers many 
things to many people. To 
some, it is the challenge of 
solving puzzler To others it 
is the opportunity to step 
outside the reality of the 
world around them, and 
walk, run, jump and explore 
a new dimension altogether, 

This particular 'new world' 
is not limited by time or 
space. Neither by the air- 
fare nor by the time you can 
take off for your annual holi- 
day! What is more, adven- 
ture games are not like 
books, where the story is 
about someone else,.. This 
tale is about the player, The 
action that he/she takes is 
his/her own ■ not predeter- 
mined as in a book. Every 
move matters and a good 
game can have the player 
really 'sweating blood* on oc- 
casions,,, the next decision 
may be their last... 

There are already a 
number of good adventure 
games available for the 
Amstrad CPC464 but there 
is always room for more! 
Perhaps you already have 
the germ of an idea in your 
mind just waiting to be born. 
In the next few Issues we 
will tell you how to change 
that Idea^ into the real 
thing! 

Adventure games are 
never things that can be 
produced overnight. Some 
take weeks or even months 
to see the light of day. The 



time taken may sometimes 
be frustrating but it will 
never be boring! Just as 
there are thousands of books 
that have completely 
different plots, and so it is 
with the adventure game; if 
you look at any library you 
will see that the books fall 
into fairly distinct types 
-detective, historical, 
thriller, romance, fantasy, 
western, science-fiction etc. 
Authors are always 
writing new detective 
novels, and are not being 



quite a bit written down on 
paper... 

Sterling from scratch 

Right, youVe decided you 
want to program an 
adventure game, . , /what 
next? The plot has to be 
yours! That is one thing we 
can't help you with, but we 
can tell you of the means 
whereby your plot is 
translated into a program. 

Adventure games are in 
essence quite simple 
programs. They follow the 



INSTRUCTIONS 



i 



DESCRIBE 
LOCATION 



1 



INPUT 
COMMAND 



DO 

SOMETHING 





TAKE 
ACTION 




MOVEMENT 







F IG A 



criticised for copying the 
plots of other authors. The 
same must hold true for 
adventure games - if you 
want to write one that has 
ores, trolls and magic wands 
- then go ahead. It will be 
*yours\ it will have 'your 
puzzles 1 , 'your story 1 and 
'your punch-lines 1 . Do not be 
put off by people saying 
there are too many 'dungeon 
adventures' or ''not another 
escape from a spaceship.. 
Yours may very well be 
better than the rest anyway! 
Of course if you can think 
up a completely new idea, 
then so much the better. 
Whatever your plot is, start 
making a few notes now. 
Before you can start putting 
those sizzling ideas into the 
computer you must have 



pattern shown in figure S A\ 
You may first give the 
player some simple 
instructions on how to play 
the game... but many games 
leave this out- After all, that 
1$ often part of the overall 
puzzle - that oft 1 asked 
question: "why are we 
herer 

Back to our program; this 
takes the form of a 
continuous loop: first the 
player is given a description 
of what is around him/her 
(ladies please read she/her 
in future where you see 
he/him/his!). Next, the 
player has to make a 
decision, either to move 
somewhere else or to take 
some other sort of action. On 
the outcome of this decision 
he is told what happened 



and if it were a movement 
request - where he is now. 
We are now back to our 
description of a location.., 
This pattern is repeated 
again and again. With the 
player moving from place to 
place and 'examining 5 
objects or using the objects 
that he finds along the way. 
Sounds simple enough 
doesn't it? 

The Amstrad is a good 
machine for potential 
adventure writers. Unlike 
several other computers in 
the same general 
specification range, it has 
over 40K of memory ready to 
accept the user's BASIC 
program. Memory is a 
valuable commodity in this 
sort of program, Displaying 
text is expensive on memory 
space - graphics can be 
worse [ 

Several features of 
Amstrad BASIC also make 
life much easier for the poor 
old programmer too. The use 
of 'windows' can greatly 
enhance the presentation of 
the display. The ability to 
'count through' strings, and 
WHILE.. WEND, all come 
into there own in these 
programs. 

An adventure game is 
made up of a number of 
repeating routines describe, 
inform, ask, act, describe, 
inform etc. These routines 
will finally be interlinked 
to create the final adven- 
ture, but many of them can 
exist or partially exist on 
their own, If not completely 
self contained, they can be 
added to existing routines 
as you go along. These 
'modules' will be de- 
scribed in such a way 
that you can insert them 
into your own programs. Be- 
tween issues, *y° u ' will 
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programming] 



have to supply the data that 
will flesh out 'your* game to 
eventually produce a fully 
fledged * Ad venture'. 

Preprogramming 

Before you ever switch an 
your Amstrad, you MUST 
have mom than just an idea 
of what form your adventure 
is going to take. Arm 
yourself with plenty of 
paper, a pencil and a good 
rubber. The latter is vital,. 

The plot has to take place 
somewhere! Your first task 
is to draw a map of the 
terrain. An Ordnance 
Survey type of map is no 
good... you will probably not 
be able to move in just any 
old direction! Stick to the 
cardinal compass points 
-north, east s south, west and 
perhaps up and down - to 
start with, So, your map 
should look something like 
that shown in figure S B\ 
Each little box represents a 
different location and the 
lines linking the boxes 
indicate the permissible 
paths between these 
locations. 

Each location should have 
a number, and depending 
upon your 'story' not every 
path between locations will 
immediately be accessible to 
the player! Neither will all 
paths be *two way', to 
confuse the issue, you may 
wish to only allow 
movement PROM <4 S TO *6 S 
and not return by the same 
route! 

Having drawn your 
preliminary map, it may be 
worthwhile drawing 
sections of it in more detail. 
Include in this the 
information for EVERY 
possible direction. Figure 'C 
shows how to do this, the 
loop to the east of 7 1 only 
takes the player back to T. 
The T to the north of '5* 
indicates that the player 
cannot go in this direction. 



Note must also be made of 
paths that may be 'secret* or 
that have to be 'opened' by 
some action on the part of 
the player! 

Along with the map must 
also be noted those objects or 
artifacts that may be found 
in the various (numbered) 
locations. These objects may 
not be immediately obvious 
and may only be found 
either if the player has or is 
wearing a particular item 
-perhaps found elsewhere,,, 

Having completed or 
nearly completed (we are all 
somewhat impatient. . .but 
let it be on your own head!) 
the above 'scene setting' you 
can proceed with the 
modular programming 
below, 

Modular approach 

Writing adventure 
programs are particularly 
fascinating projects. There 
are in fact many ways to 
achieve a very similar end 
product. Areas of special 
interest are memory 
conversation and the speed 
wilh which the program 
responds to a player's 
commands. Many, many 
hours can pleasurably (and 
profitably), be sent thinking 
up better routines . 

The routines suggested 
here are not by any means 
the optimum way of 
proceeding but nevertheless 
will give a fairly acceptable 
result - in fact, better than a 
number of commercial 
products we know. They are 
presented in a form that 
should make them clear to 
the novice programmer 
-providing he has not lost his 
copy of the 'Amstrad 
CPC464 User Instructions'! 

Each 'module' should be 
entered with the line 
numbers as shown. Each 
article will add to those 
routines already given and 
should (the gods willing) 



Lisn 



10 KEY TZB/'list " : KEY IZVprint JT:KEY 
130, "data " : KEY 131 , M cLs"+CHR$(13):K 
EY 132, "Locate I* 
15 KEY DEF 

LIST 2 
92 REM 

99 REN ** Initialise 
109 NODE 1:CLS: BORDER 1 
105 KEY DEF 39,1,32 
tSfl »IN Q$<t},Li(5fl) 

155 DIN NC50),EC50),Sl5fl>,WC5fl),U<50} / D( 
503 

160 SCQRE=B:L*=1 : LCX=B: 11=0 : XX=0: 1=0 : 0L= 
0 

180 yiNDOW #1,1,40,1,9 
185 yiNOOW 02,1, 40, 10, ?0 



190 


UIND0W #3,1 


,40,22,25 




INK 0,1 




im 


INK 1,0 




2fl5 


INK 2,11 




210 


INK 3,20 




215 


PAPER CM: 


PEN #0,3 


??0 


PAPER #1,0: 


PEN #1,3 


225 


PAPER tl f l\ 


PEN #2,1 


230 


PAPER If3,3: 


PEN #3,1 


235 


FOR H-1 TO 


4:R£H ** Nueber of Locat 




ions 




?4B 


READ LS<n> 


,NUX),ECIX),£(m,U(lX), 




u(m,D(m 






NEXT IX 




30fl 


GOTO 1000 





LIST 3 
451 REN 

499 fiEH ** Determine 



new Location 



500 LCS = N(U) 
505 LCI=ECLS) 

510 LCi^sax) 
515 us=wan 

520 LCX=U(Lt) 



RETURN 
RETURN 
RETURN 
RETURN 
RETURN 



525 LCE=P(L%) ; RETURN 

build into a workable 
operating system. 
Occasionally line numbers 
will be repeated ■ the latest 
line number will be correct, 
This duplication will have 
been to allow you to test an 
earlier routine (or because 
I've made the error of being 
human) ! 

The program proper starts 
at line 100. Those lines 
given in LIST 1 are to assist 
you in writing and 
debugging the program- 
Line 10 programs five of the 
numeric keypad keys (0 to 4) 
to save you having to type 
LIST, PRINT, DATA, 
LOCATE, or having to type 



CLS and then RETURN to 
clear the screen. Line 15 re- 
defines the V on the numeric 
keypad to give you a V -more 
of this later when we come to 
the 'input command' rou- 
tine. 

Refer to listing L 

Lines 100 to 245 get up 
vaiables and arrays, define 
windows and paper, pen and 
ink colours. Line 105 is 
related to line 15 above and 
redefines the normal V to be 
a space. Lines 150 and 155 
dimension the arrays 
needed for this article's 
routines, those that are set 
to 50 indicate the number of 
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LI ST 4 

949 REM ** General purpose delay 
958 FOR 1-1 TO DL*300:NEXT I 
955 RETURN 

LISTS 

999 REM ** Start game Loop 

1000 WHILE score < 100 
1010 CLS #3 

1099 REM ** Print location description 

1100 CLS #1 

1110 LOCATE #1,2,1 

1120 PRINT fli^Lt(LX) 

1299 REM ** Print Location nunber 

1300 CLS #2 

1310 LOCATE tf2,2 # 2 
1320 PRINT #2,1% 



locations expected - 50 is 
quite a lot to start with but 
set yours to the number of 
locations you have mapped 
out. 

Line 160 assigns the 
numeric variables to be 
used. With the Amstrad this 
is not strictly necessary but 
it is a good habit to add to 
this line EVERY time you 
use a new variable. That 
way you should be able to 
keep track of what variables 
have been used! 

The three windows have 
been chosen to display the 
location description, what 
additional items can be seen 
or what happens if you £ do 
something', and for the 
'input commands 

Now look at listing 2 

The colours chosen in lines 
195 to 230 are my preferen- 
ce ^jou may have other 
ideas, 

Lines 235 to 240 READ the 
DATA for the location de- 
scriptions into L$(50) and 
the destination location 
numbers into N(50), E(50) 
etc, (NESW and Up and 
Down). There are only six 
locations described as yet, 
hence the FOR. -NEXT loop 
in line 235 only going to six 
and not 50f An integer 
number 1%' is chosen 
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because the computer deals 
with an integer very much 
more quickly than with a 
non-integer variable such as 
T. 

Line 300 directs the 
program to the start of the 
s game loop' t past the 
subroutines that will be 
placed between lines 300 
and 1000. Subroutines are 
actioned more quickly the 

earlier they appear in the 
program. Routines called 
frequently will appear here. 
Those whose speed of 
implementation is 
unimportant will appear 
towards the end of the 
program. 

Listing 3 shows the six 
subroutines that determine 
the number of the location 
that may be reached by 
moving N 5 E, S T W, U s or D 
from the present location 
'L%\ This is assigned to a 
temporary variable i LC%- ) as 
there may be some reason 
that would cause the move 
to be aborted, so the present 
and probable future position 
is retained for the moment. 

In listing 4 t line 950 is a 
general purpose delay, the 
length of which is set by 
variable ( DI/ - no need for an 
integer here, as a delay 
implicitly requires a 
'wasting of timel 

Line 1000 is the start of the 



'game loop"; it ends with the 
WEND in line 3000. The 
'score* has been arbitrarily 
set to 100, should this figure 
be reached then the program 
will then, and only then 
continue past line 3000, 

Lines 1100-1120 place the 
present location description 
in the top display window. 
*L%* was set to * V in line 160 , 
so the game will start from 
location L Lines 1300-1320 
at present display the 
location number in the 
second window, to enable 
you to verify that 1) the 
description is the correct 
one, and 2) for you to check 
that movement destinations 
are a$you would expect! 

Lines 1500-1560 offer a 
simplified *input command 3 
routine, Line 1 530 clears the 
keyboard buffer of any 
stored characters (the 
player could inadvertantly 
press other keys during 
some other phase of the 
game - these would be stored 
in the *buffer* and would 
appear when the INPUT in 
line 1520 was requested). 

The *input command* is 
assigned to array 'Q$(13\ An 
array is used so that we can 
ERASE its contents 
immediately prior to calling 
for a new INPUT, If a string 

LI ST 6 



variable is used say *Q$' ? 
then every time it is 
assigned (at each + input 
command') a new is 
written in memory . At some 
point the computer decides 
that enough is enough and 
performs what is called a 
'garbage collection' and 
erases all unwanted 
variables (all those previous 
'QSs 3 for instance) from its 
memory, Depending upon 
the program (and type of 
computer) this operation 
can take seconds, minutes or 
longer! ERASEing the array 
W in line 1500 forestalls 
an unexpected event! 

Line 1540 simply checks to 
see that the player has 
entered something and has 
not just pressed ENTER, 
Line 1550 checks to see that 
not more that 26 characters 
have been input - an 
arbitrary number which 
stops commands 
overlapping the screen 
width, and should be 
sufficient for our purposes. . . 

Line 1560 converts the 
'input command 1 to all upper 
case characters - so that we 
can more easily analyse 
what has been asked. 

One snag with using the 
simple form of input using 
INPUT, is that a V signifies 



1499 REM ** Input command 
1580 CLS #3; ERASE «$ 
1510 LOCATE 1*3,2,2 

1520 WHILE INKETIO"" : WEND * 
1530 INPUT #3, "What now ";«(D 
1 540 IF QSU) = ,r " THEN 1510 
1550 IF LEN(QS(1))>26 THEN CLS #3:L0CATE 
ff3,2,2:PRINT ff3, "Input too complex 
/':)L-4:S0SLJB 950:SOTO 1500 
1560 Q$(1)=UPPERSCaS{1)) 

1999 REM ** AnaMse command 

2000 XK=INSTR( ,r NESWU0%aS(D) 
2010 IF XK=0 THEN 1500 

2020 ON U G0SUB 500,505,510,515,520,525 
2030 IF LC3£=0 THEN LOCATE #3,2,2:PRINT § 

3, "You may not move in that di recti 

on H :DL=4:G0SUB 950:GQTO 1500 
2040 LK=LC3£ 
3000 WEND 

+ 
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LIST? 



11010 



10015 
10020 



10025 
1B050 



10035 
10040 



10045 
10050 



1&U5S 



DATA "tou are in a tity square tha 

t has srtaLL buildings m#o> of wood 
tiid stone a L L around it* It is 
early in the mo p ning and there 

are no people in sight/ 1 

DATA 2,2,5,2,0,** 

DATA "This is a n-arron street with 
houies on both sitfes. It is diff 

iCUlt to get your direction as the 
houses all Look the same!' 1 

DATA 2,3,2,2,0,0 

DATA "A narrow street with shops, 
all closed but for a dingy Loofci n 
9 building that lies to the east 
. Outside the building there ; s a 
battered sign of a knight ridi 
nq a horse-" 
DATA 3,4,5,2,fl,B 

&ATA "Djst Lies ever /where, an ben 
t oLd aan is standing quietly at 
the faack of the room* A wide oak 
en counter is against one well." 
DATA 0,0,0,3,0,0 

DATA "This is a narrow stre&t with 
houses on both sides. It Is diff 

i £ li 1 1 to pet your direction as the 
houses alL Look the sans!" 

DMA 3,6,5,1,0,0 

CAT A ""'This is a narrow street with 
houses on both sides- Lt is diff 
icoLt to get your direction as the 



houses alt took the 
10065 DATA £,7,o,5,0,fl 



same ! 



to the computer that a 
second input is being given. 
The program only expects 
one input ■ *Q$(IY - m 
returns with "redo from 
start", followed by our 
"What next?". This is not 
only user unfriendly but 
also looks messy as it scrolls 
up window 3. 

To overcome this* the 
comma 7 has been redefined 
as a space (line 105). BUT to 
enable you to carry on 
programming without 
redefining keys all the time, 
the V on the numeric keypad 
has been temporarily made 
a 7 (line 15 will be deleted 
when the program is 
finished!) 

Lines 2000-2040 look at 
what has been input and at 
present only look for a single 
key entry for direction, Line 
2000 assigns H X%' to the 
numeric position in string 
"NESWUD"; depending 
upon the contents of 'QftlV. 
If the direction command is 
valid, the new location is 
determined by the subrou- 



tines at lines 500-525. The 
new location is assigned at 
line 2040 and the £ game loop 3 
is repeated. 

The description DATA is 
fairly obvious, the larger 
spaces between words are so 
that a word does not 'wrap 
round' from one line to the 
next. This sytem only allows 
a description limited in 
length to what you can get 
on one program line. This 
should be enough to give 
something more than "You 
are in a dark cave"! 

Just remember that text 
gobbles up memory and that 
if you h&d 50 fully described 
locations, you will have used 
over 12K of memory. In fact 
its a lot worse than this 
because we then assign all 
those descriptions to 
individual array elements, 
thereby doubling the 
memory requi rements . . . 
Just don't go too mad and 111 
tell you next time how to 
recoup some of that memory 
later if you need it! 

If the input is invalid 



<'X% p -0> then a further 
input is requested by return- 
ing to line 1500, If the direc- 
tion chosen is not permitted 
(blank wall etc.) then line 
2030 displays a message and 
another in put requested. 

We finally come to the bit 
that you have to think out 
for yourself! Listing 7, lines 
10010 and so on, are the 
DATA for the location de- 
scriptions immediately fol- 
lowed on the next line 
(10015, 10025 etc.) by the 
destination location DATA, 

The destination location 
numbers in DATA lines 
10015 etc. are in the order 
-North, East, South, West, 
Up and Down. 2,2,5,2,0,0 
means that from this 
location the player can move 



to location l 2' by travelling 
North, East or West. To 
location ( 5' by moving South 
and that to move Up or 
Down is not permitted. 
I have programmed the 
location descriptions and 
destinations as 10010* 
10015, 10020, 10025 so that 
the 'tens* in each case relate 
to the location number - this 
helps somewhat if you have 
to change or debug any of 
them later! 

The listings given so far 
will enable you to create 
your own landscape' and 
move around in it. Next time 
we'll look at how we can 
place a few objects around 
this landscape'... 

By 'Brock' 
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ARNOLD BLACKWOOD • ADVENTURER EXTRAORDINAIRE 

* * * 

THE TRIAL OF ARNOLD BLACKWOOD 

J rejy rarffritifzlfe adriltkm Se the AdvmitiiFe^'}tttatjCPC4S4 USER Oct '84 

* 

ARNOLD GOES TO SOMEWHERE ELSE! 

"I bund It alf immensely My and enjuyahk *...!" Jtaarife PHWBm: '84 

THE WI5E & FOOL OF ARNOLB BLACKWOOD 

'Bufis willmpy the paranoia thai pervades the adventure" PCW Bee' 84 

* 

ANGELIGlfE: A BRIEF ENCOUNTER 

The first BomantlcAdmituie with an mnpf^tksilyfemMne heroine. 



+J * * ^* * 



Each Adventure 



Inc. By return post. 



Qiqs.PQ'stn: 



NEMESIS 



10 CARLO W ROM, RINGSTEAD 
KETTERING, NORTH ANTS, NN14 



TIMATIC SYSTEMS LTD 



Registered Office 

NEWGATE LAND h FAREHAM, 

HANTS, P0141AN 

Tel: FAREHAM {0329} 239953 



Sales and Repairs 

FAREHAM MARKET 
FAREHAM, HANTS 
Tel: FAREHAM (0329) 236727 



IN STOCK 

OVER 1 30 AMSTRAD CASSETTE TITLES 

SOFTWARE FOR CPM SYTEM 
MACRO 80, MICROSOFT BAStC 
MICROSOFT BASIC COMPILER 

OTHER TITLES ON REQUEST 

DISC DRIVES IN STOCK 

CPC46431 £199,95 

TIMATIC 5 1/41 2ND 
DISC DRIVE AVAILABLE 

MAILORDER WELCOME 
SAE. FOR FULL LI ST 

P & P FREE OF CHARGE 



3D SPACE RANGER 

THE EPIC BATTLE TO 
DESTROY THE DEATH STAR! 

• PENETRATE THE ALIEN DEFENCES 

• BLAST YOUR WAY THROUGH THE 

ENCIRCLING TRENCH 

• ENTER TH E TUNNEL.. .AND 

STRIKE AT THE REACTOR CORE 
•STUNNING 3D GRAPHICS! 

FOfl AMSTRAD CPC454 

THE Space game to £7.95 
chal lenge your SKILL! inc vat* Pt™t aaa 



also ER*BERT 

AVAILABLE THE ZANY £5.95 
FOR AMSTRAD CUBE GAME inc vat a p as ia go 

Available now by fast mail order, rikacltrom Microbytc Software. 
And al many computM shops nationwide 



- 




> Oft WAR £ 



-1-t- 

Microbyte Software (M 3| 
18Hllgrwe Road, Newquay, Cornwall, TR7 2QZ 




24HRHOTLME 
TB. NO: 596 
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MAD MARCH OFFER 

Amstrad DMP- 1 Printer . . . now only £1 39.95 

and 

NEW! COMPUTER DESK, with drawer, for your 

Amstrad and Printer 
Our (sensible) price £39.95 

AN prices include VA T„ but please add £7 WP&P, 

COMPUTER WSftLD (UK) LTD 



.Chorley Old Road 

BOLTON 
Tel (0204) 494304 



ALNWICK COMPUTERW ARE 

(Proprietor: PR Cruse) 

for ill your home computing requirements 
Large range of software 

9 NARROWGATE, ALNWICK NORTHUMBERLAND 
TEL: No. (0665)604816. 

C R E D I T F AC I LITI E S A V A I L A B LE 

Written quo Eai ions available an request 



HOMECOMPUTER 

- 243 Holde tihuret Road - 



HUGE SELECTION OF 

*AMSTRAD SOFTWARE* 
♦HELPFUL FRIENDLY ADVICE* 
* MACHINES AND PERIPHERALS FROM STOCK* 

*\m DISCOUNT ON 
SOFTWARE ON PRODUCTION OF THIS ADVERT" 



Tel. Bournemouth 301691 



CASSETTE BASED UTILITY 

Cassette based utility routines 
with full instructions 

Details from, or £9.95 to: 

PROSOL 

1 10 Keswick Road 
Lancaster LAI 3LF 
(0524)36474 




PERSONAL COMPUTERS 



Your local AMSTRAD SPECIALIST 
Wb probably hava the largest selection of accessaries 
★ BOOKS * SOFTWARE ★ in Essex 
VICTORIA CIRCUS SHOPPING CENTRE 

(up escalator from Victoria railway station) 

★TEL: Southend (D702) 614131 



AMSTRAD SOFTWARE 




CENTRE COURT 




TECNIClANT^f) 




HEATHROW IITT ATC 




Ml jT ANT MONTY 


ELK 


TtETMATCH 




FANTASIA DIAMOND 


am 


MAMC MINER 


pue 


OOTWttMlHW 


£7 JO 


HUNCHBACK 


E!M 


JET SIT WILLY 




STEVE DAVJSSNOOKER 


"".Pi 


EB-AGGEft 


£fi.7H 


FOREST AT WGRLDS END 




MESSAGE TOM ANDROMEDA 




AMRIUC AN FOOTBALL 


tfi,5a 


FOQTR AIL MANAGER 




ALL LEVELS 


£Ofi 


HOME BUDGET 


£l J.M 


Al J, ROLANDS 


£?.S0 


CONCISE FlftM&PEC 


tllM 


BRIDGE KLAYER 


£7*50 


PASCAL 




DEWAC 




PVJAMASAMA 


£7 JO 


TASWORD 


£17.M 


AMSCALC 






AIJ categories CAWredfnr: 




Arcsde, Adventure, 


St la^gy , Uti Li tai**, Hrnn&'BusiQftia, Educations 1 




ChequewP O to »^<>rjjA«« for Aw catalogue 




MICRO COMPUTER WORLD 




1 LANE CLOSE, IWWN SMr imZ. T*l; tit45S-fflS3 




L 




taken 





THE CURSOR HEVS 



Amstrad CPC4&4 and Colour Monitor £339.00 

Plus E1 00 Software Free 

Amstrad Speech.Synthesiser plus Stereo , £38.95 

Amstrad Power Modulator to convert your colour TV. £29,95 
Games ("nam £2.99 upwards 
Blank Tapes C- 1 5 5 for £ 1 . 99 

Access, Visa,flrriBrican Express, OirtGrsClubca'gsalSwSloome 
Md deposit CfBdil Fatilrfea ewaile&G thrOuflrt H.F.C Tryst 4 Sawrgs -APft 32.4% fVariafc^ 

WrrHfin quotaliQns on request 
Ucenssd Credit BrokEn?: The Cursor Ke^h 

Dame Computer Centre 
Unit 92, The Keillor Centre , 
DnndeeTel: (0582) 28729 



□LAND COMPUTER LIBRARY 

ATTN: AMSTRAD OWNERS 

The Firati Largest AMSTRAD Library in the World 
(often cop ied but never equalled) 



AH the latest titles on cassette a nd dFsc 
Your first tap* hired free 
Life membership £B 

Hire charge from only £t JSO irlc p&p for fall 7 days 
No limlttD the amount of games you can hi m 
S All games originals with full dacLirfientatioii 
? Games, Business &nd Educational software 
3 Return of post service 

9 Lowest new hard and software prices in the UK 

10 Jokih<won14dayfTion^beckguarejite« 

11 Over 200 games in stock 



MIDLAND COMPUTER LIBRARY 

1 72 Studdley Road Green aflds 
RwJditch B9S 7MA Telephone 0527 23564 



VISA 
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ADVERTISER'S INDEX 



ALNWICK COMPUTERWARE 89 

AM SOFT 28/48 

AMSTRAD 44/45 

ANIROG I/S/F/C 

ASTROCALC 52 

CAMBRIAN SOFTWARE 58/72 

CHILTERN COMPUTER CENTRE 54 

COMPUTAVISION 58 

COMPUTERS TO DAY 76 

COMPUTER WORLD UK 89 

DATACOM 65 

DEAN SOFTWARE 63 

DKTRONICS O/S/B/C 

DUCKWORTH PUBLISHERS 76 

ESTUARY PERSONAL COMPUTER „ 69 

FANTASY 57 

FOULSHAM 59 



GARWOOD 32 

GEMINI SOFTWARE 67 

GILSOFT m ^ HJ 52 

H ISO FT 63 

HOME COMPUTERS 89 

INCENTIVE SOFTWARE 11 

H M \A^l ^ hh( lLLHiiii i, ii ■ ■ rrrrrrrrrr ^ ^ 

K D S ELECTRONICS 54 

KNIGHT SOFT 40 

KUMA 9 

LEVEL 9 /S/B/C 

LOTHLORIEN 72 

WARCOL ------ ,,,,,,, hh^ 52 

MICRO BYTE ■ ■ 

MICRO COMPUTER WORLD ,89 

MICRO GEN l ■ ■ !• l kkhhhh „„t»M">----- 83 

MICRO PERIPHERALS 4 



M I u RO' PR ES S > 15 

MICRO POWER 38/39 

MIDLAND COMPUTER LIBRARY 89 

NEMESIS 88 

NORTHERN COMPUTERS 32 

PRIDE UTILITIES 24 

PRCJSCJI jjjjj iuiiiiu+Fii 89 

4-i-M rrrrrr 23 

QUARK D«ATm i — - i 

SELEC 52 

SKYWAVE SOFTWARE 76 

SPECTADRAW 24 

STRONG COMPUTING 24 

SUNSHINE BOOKS ... 15 

TASMAIM 69 

TIMATIC SYSTEMS 72/88 

THE CURSOR KEYS 89 

VORTEX SOFTWARE 12 

WINTERSOFT „„. 61 



r 



CLASSIFIED AD ORDER FORM 



Please write your copy in capital letters on the lines below and send to: 

Classified Ads, Amstrad User, Brentwood House, 
169 King's Road, Brentwood, Essex 

Rates: 

Semi display £5.00 per single column centimetre (£4.50 for 6 insertions) 
Wordage 25 p per word {M i n i m u m 1 0 wo rds) 



i 
i 



For Office Use Only 



NAME „,„. 
ADDRESS 



Phone Mo 



Lm+w* mm *m *u i 
PuWisfieruft 



ConrJiirjns:dIoopy striclty pre-paid . Copy musl be received by t Dth c4 (he morrtfi precedhg txm date 
Publisher 'esefyes (he righj ta rcfuse any aduetf i&eniefit without noiice or givhg reason. 



j 



AMSTRAD BBC CBM64 SPECTRUM MEMOTECH ENTERPRISE ATARI MSX 



merald Isle lies in the Bermuda Triangle, hidde 
by fogs and peopled by the remnants of a strange 
civilisation. This great new adventure has 200+ 
ocations and 200+ pictures on the Amstrad, BBC, 
Commodore 64, MSX and Spectrum. 





I 



Level 9 produces a range of text ^JJ^pieK wl 

games that are inventive* involved and yjgfifc 
usually large. If you're keen to »™ ™** ■ ^ 

version of the original mainfe™ m *dvenmrefara and than almost anywhere else. 

venture its Colossal Adventa ^ ^? * f ^ Y ° U I ™°? £ 2 ^ 

. - . M . . . , . nmem will be delighted to hear purchase for adventure fan* 

and a slightly altered set of Pfatum to Eden is now asm**"? 

Other games by the same < fo r t ^^SSSto^r 




BESTTEXT 




by 




SNOWBALL <S^^i^^*4 




A% an adventure fan, I viewed 
Oie prosper of reviewing the 
laiest Level 9 game with 
excitement. This particular game 
marks tomethmg of a landmark 
since it's she first Level 9 
adventure wiiTi graphics and f 
mutb lo my surprise, the &amc 
doesn't suffer adversely. Granted 
the location descriR 
shorter than beforr 
assured there 

tout. 

The game 
Snowball an 
ego Kim Kir 
the Ranee Ec 
life. The so 
wiih about 2'. _ 

a ny 'derail ^o^the^^KST^ ^^'"L^ LevfB* 9 OTIS OT I™ *"^htKr latest rtfeaw/- J^^^^j^*- A 
keep you busy for man^ hour, ma^et, ^ \ 0 graphics W#l DM*® J C\K>7 

The game is full oi tricky ^ t0 0 tumflQ TO y k ^ dO^^]" ( set ^3^4%r! 

puzzle, some h*™»*^ 

Ycu aain point. ^S^ifte^ K«f **^JK I?© S>/ , 

solving the adventure, not ^.^roug^ incentive's Moum»n& « 
ejecting treasure, * ond ware man Y vot« mJJ 

The illasiraiions are drawn in fc^nd ^^ 9 *^^riamed 10 19& 4 
multicolour mode and *hiLc y^if^ WOTfl HOl COpyi'y 

mSS »^. * ^ an « . P' a >:£ *tt*-rtur88 ft is uwaj?^,^ wktft with ov* ; 7. a/ * a-np^ 



L 




of .n. *** drawn* 1n adV^SS* « ^ tf» ^^ymW*^ , 
quickly, The game * acewn-^ t i0f1S, DUt SnOWDB'M £ Q rewS ter said, <™> flC JaSSS C . wf 
Juried by * very good iiwinicti^. Jjqq Qf tt« 9^6, j*"* ° . t lQ beC 0me 8 Oas^ 
manual and the usual envelop^ ^Ttfea df an adVOnt° r6 &nQ l& ^"^e> 

for a Tree hiPi- « m V „ — cfa^^ VX?*W ^> . 

Overall, excellent value which, *jj ^ *. ^ s uungeonAdvenhffm^^^^Ji 
in my view, is unsurpassed by^ I descriptions of the vario* /_ 

any other software house in ihis* 1 ' ^ and characters in the 

| cou nt ry . Buy it an d enjoy* A, W ■* - ^ superb — and once 

OaO w find it very difficult ta drag 





Jvis* 1 V * ft of the world hidden 
aVP° ^ ol lV,e te ^ ni»compuler. Be warned, 
^ s 'l^fcV^ * Ounaeofi AoVerffu/ie certainly get 



ten out often for siddidtrve qualil 



.9 Hugh#nden 

Hiffh Wycombe 
Sucks HP13 

s other Rimes, 
lac;* Pete Austin is 
Solific in udapting his 
tq other machines, 
fuliy expect them 
be available Oft washing 
achines sdanl 
Briefly, it'j fully up to 
Yel 9 standard. And 
lhiii h Jt praise 



Available' from the HWIV Shop and good computer stores everywhere. If your loca 
dealer doesn't stock Lever 9 adventures yet. use thecoupon to buy them from us, 01 
ask him to contact: Centresoft, Gay Byrne, Greyhound, Lazer, Leisures oft 
Lightning, Lime Tree, LVL ? MOD, Microdealer, R&R, TBD, Thorn EMI. Tjgef 
Websters, Wonderbridge etc. 



Caasafle f>s* £n && 
E9 9S SBC-'Ceuei 



■COLOSSAL ADVENTURE' Th<r classic 
mainrfame gama. frith 7D bonus room$. 

Ar>gENTuHE QUEST An epic puzzle 
fuurnriy -hinuijh MidOlt Fur It! 

DUNGEON ADVENTURE: 40 Ireaaufe^ In 
iind and 1D0+ rjL^ile'3 lusotve 

SNOWBALL: iFnmense StJence ficlkrn 
gama wiih 7000* locations, 

RETURM TO EDEN* Vtjr^an sr adventure 
(Arnal rad OBM $4. M§Y. and Spectrum 
vers=anB have 240 piclLrra^f 

LORDS OF TIME Imaginative rr;mp 

Irvaugn W&rlfl Hialor'y 

EFllK THE V IK I NO: Gam* ®1 T^rry Jrmws' 
book far Amsljad. S6C rvomnKidore 6* 
and Sped rum only All wiih 1J$0+ pickles 



n 
□ 
□ 
□ 

□ 
n 

□ 



□ 
□ 
□ 
n 

□ 
□ 



EMtH ALD iSL E Fan lasy ^dvf.fituT^ 1<?r al I 
micf-DS Ams1 r ad. SEC. Oomm adore frt 
_ MSX and spectrum versions, have 230 

}\ DiClUreS 



□ 




I ENCLOSE A CHEQUE/PO FOR 
£9.95 PER CASSETTE {£6.95 FOR 
EMERALD ISLE) OR £11.95 PER 
DISK 

My name: 

V y address; 



My micro is 

(one of those listed below with at 
least 32K, or64Kfor MSX graphics 
games). Send coupon to: 

LEVEL 9 COMPUTING 

DeptCPQ, 229 Hughenden Road 
High Wycombe. Bucks, HP13 SPG 



AMSTRAD BBC CBM64 SPECTRUM MEMOTECH ENTERPRISE ATARI MSX 



Amstrad CPC464 



Speech Synthesizer 



The dk ironies Amstrad speech synthesizer and powerful stereo amplifier uses the popular SLO/256 speech chip and 
has an almost infinite vocabulary It is supplied with a text to speech converter for ease of speech output creation. 
Everything you wish to be spoken is entered in normal English, without special control codes or characters, it is there 
fore extremely easy to use The voicing of the words is completely user transparent and the computer can carry on its 
normal running of a program while the speech chip is talking. The speech output from SLO/256 is mono and directed to 
both speakers 



Stereo Output 

To utilise the Amstrad stereo output on the back 
of the computer , the interface has a built in stereo 
amplifier, this gives alt sound output a totally new 
dimension and greatly improves the sound quality 
and volume over the computer's internal speaker. 
Any sound that previously came out of the mono 
speaker will now be sent out via the interface in 
stereo All programs that use the sound in anyway 
(i.e. commercial software) wiil now output 
through the interface, which is fitted with volume 
and balance controls 



Speech Synthesis 

The Amstrad speech synthesis utilises parts of the 
spoken word known as allophones. These are 
actual sounds that go to make up speech. The 
SP0256 allophone speech synthesis technique 
provides the ability to synthesize an almost un- 
limited vocabulary. Fifty -nine discrete speech 
sounds (allophones) and five pauses are stored in 
the speech chip's internal rom. 



Text to Speech 

Although there are only 26 letters in the alphabet, Setters 
have a totally different sound when used in different words 
For example, The 1 V in Hay r is much longer and softer 
than in 1 Hat 1 . When you speak you automatically make 
adjustments because you know just how a word should sound 
Not quite so easy with a computer. 

The machine code software is mainly developed to this mode 
of operation. 3 5K is used for tables which contain the rules 
& exceptions To the rules of the English Language. 

e.g. I before E except ajter C) This therefore allows the user 

to enter words to be spoken in normal English 




Speakers 



New Basic Commands 

There are 8 new Basic Commands which control all the 
functions of the interface Making the Synthesizer very easy 
to use. You can even control the speed at which it will talk 
to you. Or use the synthesizer to create sound effects like 
a fourth sound channel. 

10 PRINT lL "AMSTRAD k " 

The above is an example of the Syntax for entering speech 
into the computer and shows how simple it is to use. 

The instruction book gives comprehensive details and 
examples of how to use the interface both from machine 
code and basic. 

FORTUN KLOSKEN 

DB 22.50 



Supplied with the Speech Synthesizer are two high quality 4 H 
speakers these have been designed to compliment the Amstrad 
Computer. They are fitted with 1 metre of cable and can be 
positioned for the best stereo effect The synthesizer inter 
face fits neatly on to the rear of the computer. It has a 
through connector to enable other interfaces (e.g. Disc Drive) 
to connect to the rear of the synthesizer for ease of expansion 
Please send S.A.E. for a copy of the instruction manual 
which will give full and comprehensive details. 



-t 



dttronics 

Saffron Waldcn, Essex CB11 3AQ 
Tel: [0799)26350 10 lines 



